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Spear of Destiny brings virtuai reaiity to 
the PC, hurting you into an intense battle 
between good and evil in which only you 
can save the world! A hreathtaking 
musical soundtrack sets the mood, while 
amazing "first person" visual perspec- 
tive and spectacular digital stereo sound 
effects give an experience like no other 
game you've ever playedi 


9 spectacular VGA virtual reality system 
e hreathtaking musical soundtrack for 
Adlib, Sound Blaster 
s digitized stereo sound effects for 
Sound Blaster, Sound Source 
s over 20 complete floors to cover 
s 4 levels of play difficulty 
s special extra challenges for advanced 
game players 

e saves multiple games in process 


"the player is 'there' like no game 
I've ever played..." 

"the sound and the visual action, is 
frighteningly realistic..." 

"I can't remember a game making 
such effective use of perspective and 
sound and thereby evoking such 
intense physiological responses from 
its players." 


Game by Id Software. Published by FormGen Corporation, Box 279, North Andovor, MA, USA, 01845-0279 (800)203-2390 (416)857-4141 Fax: (416)057-4531 

Circle Reader Service #58 



A Fantasy Role-Piaying Simulation by D.W. Bradley • 

CRUSADERS 

of the 

DARK SAVANT 


Welcome to the sequel to Bane of the Cosmic Fprge and the only game that could possibly follow its lead. 
It's everything Bane was...and more. 

256 Colors • Outdoor Campaigns • Full Musical Score & Sound Effects • Auto Mapping 
True Point & Click Mouse Interface • Unprecedented depth of story 
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SEE THE 
SHOW 
OF SHOWS 


The excitement con- 
tinues. 

This summer, once 
again, the Consumer Elec- 
tronics Show will be open 
to the public. 

Top name manufac- 
turers will return to Chicago 
to share the latest techno- 
logical advances in consumer 
electronics products. 

And the shows vwthin the 
show are as exciting as the 
show itself. 

Interact with the ever- 
changing world of Multi- 
media hardware and soft- 
ware. Immerse yourself in 
the technical magic being 
displayed through CD-ROM. 
Talk-along, sing-along, play- 
along and even teach-along 
through every multimedia 
device ever created. It’s all 



here and all the major players 
are involved. 

See special displays 
like Innovations ’93 featur- 
ing, the “ Best of the Best ” in 
consumer electronics. Tech- 
nolo g ies of the Future, and 
many more. Take part in the 
extremely valuable seminars 
hosted by well-known speakers 
and celebrities within the con- 
sumer electronics industry. 

Come see an even 
more exciting Consumer 
Electronics Show in 1993. 
Just call 1-800-388-6901 
for show itifo rmation or 

7~/CyC^f ^ ^i^.S77=^ 

at 312-559-1212 for advance 
tickets for the CES Consumer 
Day— Sunday June 6th. 

Experience the show 
of shows. 


THE 1993 INTERNATIONAL SUMMER 


CONSUMER ELECTRONICS SHOW 


MCCORMICK PLACE • McCORMICK CENTER HOTEL • CHICAGO HILTON AND TOWERS 


JUNE STH— TRADE/CONSUMER DAY. JUNE 3RD THROUGH 5TH— TRADE DAYS 
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■ ~^ow's your chance to test drive ten of the world's sleekest, 
fastest exoticars on ten of America's most breathtaking high- 
ways and race courses. You choose: will it be the Porsche 
959, Ferrari F40. Corvette ZRl, Lotus Esprit Turbo, Eagle 
Talon, Toyota MR2, 1957 Ferrari Testarossa, Mercedes Cll 
prototype racer, Shelby Cobra, or Lamborghini Countach? 

You can’t even afford the insurance on some of these cars. 
We're offering you the keys and unlimited mileage. 

To order: Visit your local retailer or call 1 (8()0) 245-4525 anytime, Car and Driver is 
available lor IBM and compatibles for S59.95. 
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via modem or network 
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spectrum HoloByte 
Unleashes The Iron Helix 

h\j Johnny L. Wilson 


Sneak Previews are not designed to be reviews. They are feature 
articles based on “works in progress" that CGW's editors have 
deemed worthy of early coverage. These articles are not Intended 
to provide the linal word on a product, since we expect to publish 
appropriate review coverage when the game is finished. 



S ix stories tall ami still dwarfed by the space that surrounds 
it, the ship took shape and then look over my viewscreen. /\.v 
/ maneuvered my rii.'iting, dilapidated probe info the levia- 
than ship's landing bay, t felt swallowed up by the dark maw of 
this malevolent ship. The massive cargo 
of destructive power continued to knife 
through space en route toward its venue 
of mutually a,ssured destruction when it 
would deliver its lethal load and trigger 
the retaliation that would de.stroy. not 
one. hut two sentient races. 

It's an old story. The 20th century 
worried about the "Fail Safe" devices 
on the Strategic Air Command bombers, 
and we should have worried about the 
consequences of our so-called "de- 
fense" establishment. What was it my 
professor of Pre-Stellar Hi.slory .said? I 
think it .something like: "Those who 
fail to learn the lessons of pre-stellar 
history are trapped in a disintegrating 
orbit with its failures. ” 

He was right. "The Iron Helix" is ready to deliver the death blow 
to humanity and its closest analog, the aliens who have been our 
enemies. The ship's crew is dead and our own "Fail Safe" device, 
those security probes, are routinely activated on an "as needed" 
basis to ensure that the ship actually makes its deadly delivery. 

I Just received a sub-space message. The big boys, the military 
guys, need my help. Imagine that! The big, bad defen.se department 
needs help from a naturalist with a worn-out observation probe, 
an unarmed probe at that. All I have to do is get access to the 
.secure parts of that huge vessel and shut down its automated attack 
before the .security probes blast my own unarmed probe or the .ship 



launches the attack. Sounds simple enough, doesn 7 it? It Just takes 
a miracle! 

The extended fiction used to introduce this sneak preview is 
designed to set the stage for describing Drew Pictures’ The Iron 
Helix, a CD-ROM release from Spec- 
trum HoloByte. Shipping on the 
Macintosh around March of 1993, it is 
expected to debut on IBM compatibles 
prior to the summer months of the same 
year. As the fiction should have implied, 
this is not a leisurely “busy-bath” explo- 
ration of a 3-D gaming environment. 
Instead, the gamer will have a limited 
amount of time (possibly defined by the 
gamer himself as part of the difficulty 
toggle) to disarm the ship. 

Further, the fiction underscores how a 
design constraint became an integral de- 
sign element. The designers wanted to 
have smooth scrolling through 3-D ren- 
dered environments without sacrificing detail or game speed. As 
it is. the 3-D graphics window scrolls at 6-8 frames per second off 
a CD access time of 1.51 seconds. By limiting the action to the 
small graphics window and using the fictional background that the 
player was having to explore the ship via a remote-controlled 
probe, the design team was able to interweave the technical 
limitations of CD-ROM access time with the gamer’s suspension 
of disbelief. Then, when the interface of the game itself took on 
the appearance of a dilapidated control panel, the small action 
window became a moot issue. 

In addition, the designers were concerned about some of the 
poorly executed and slow responses to be experienced in other 
CD-ROM entertainment titles. They decided that, rather than 
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fooling with a limited parser and the lag lime caused by accessing 
loo much data, they would design a story where the crew was dead. 
As ihe player accesses computer terminals, he or she will eventu- 
ally find video logs for some of 
the crew members. When these 
arc discovered, a Quick-Time- 
style movie unveils some inter- 
esting and/or vital information 
and the gamer is not stuck with 
trying to figure out what to ask 
and how to outguess the parser. 

Also, the video logs and diaries 
gel the most mileage per byte of 
data, since they only play about 
30 seconds of data at a lime be- 
fore the player must get the good 
probe on the move and start try- 
ing to avoid the bad probe, again, 

This means that the player must 
pay close and quick attention to 

these segments as soon as he/she accesses them. There is 
no lime for busy-bath exploration in this game. The player 
must keep that probe on the move. 

Finally, the design team didn't want to have to develop 
an entirely new set of tools in order to create this game. 

They used "off the rack" programs like Macromincl Di- 
rector and an animation system from Electric Image to 
develop The Iron Helix. Curiously, all of the probe's 
navigation is handled via a text parser and interlocking 
databases. When one secs it work, it is actually rather 
amazing. 

My Mother The Alien 

The game play in The Iron Helix feels like a cross 
between the film Wari’tnnes and an old Avalon Hill 
computer game called The Alien. The film posited a 
non-military type (a hacker, ~ 

to be specific) trying to use 
his computer skills to stop 
thermonuclear war. As noted 
earlier, the game has a lim- 
ited time in which the player 
as protagonist must work 
through the probe interface 
(i.e. the computer) to stop the 
war to end all galaxies. 

The Alien game had the 
player strategictilly search- 
ing an abandoned ship full of 
alien biological samples in 
order to halt their metamor- 
phosis into lethal creatures. 

Ill The Iron Helix, the gamer must send the unarmed 
observation probe through the corridors in a search 
for DNA samples before the good probe is terminated 
by the bad probe (i.e. the security probe becomes soit 
ol a cyberalien. The DNA samples, in turn, allow the 
player's pi’obe to have access to sensitive areas and 
computers where the clues necessary to stop the 
attack can be collated. Interestingly enough, the ship 
diagrams depicted in the upper right hand coi'iicr of 
the probe interface (i.e. monitor) screen look a lot like 
the simple white-on-green line diagrams of the early 
Apple II game. 

As the player sends the probe through the six levels 
of corridors, the message baron the interface informs 


the gtimer that a trace of organic material may be near. If the 
player's probe is far enough away from the security probe, one can 
scan the area and find out if that sample is one of the hundreds of 
useless finds or one of the eight or so important 
finds that arc a key to winning the game. 

Mission Im-Probe-Able 

The key to the game not being just another 
busy-bath CD-ROM product, however, is the 
artificial intelligence for the secui'ily probe. One 
docs not have unlimited time to explore because 
every time the good probe accesses a computer 
terminal or opens a door, its position is updated 
for the bad probe. The bad probe’s artificial 
intelligence divides the ship up into hierarchical 
trees. The routine lists all nodes which can be 
accessed (for opening or accessing) in a pyrami- 
dal structure and searches both up-lree and 
down-tree to determine where the player's probe 
Then, the bad probe uses 
its knowledge of the 
ship’s layout to try to 
cut off the player’s 
probe and waste it. 

The observation 
probe doesn't have any 
weapons (except for 
the possibility of dis- 
covering a virus that 
can be Emailed to the 
bad probe via the secu- 
rity officer’s desk), so 
the player must guide 
his/her probe through 
the corridors in such a 
way that the bad probe 
never gets a direct line of sight. Once an LOS is 
established, the bad probe automatically shoots and 
never misses. If the player can successfully perpe- 
trate the neutralization ofa security probe, however, 
a new probe is launched in four or five minutes. 

The Naming of the Drew 

Drew Pictures has to be proud of the fact that 
they were able to move beyond technological con- 
straints and turn them into design features. They 
have proven that slow access time does not have to 
be an insurmountable problem, as long as one ap- 
proaches the design logically. They have shown 
that a beautiful looking and potentially fine playing 
game can be created using "off-the-shelf develop- 
ment tools. Finally, with Spectrum HoloByte's 
backing, they should have a 
solid marketing plan behind 
the product. Finally, with 
both Macintosh and IBM 
versions of the game .sched- 
uled. The Iron Helix even 
has a chance to be one of the 
first multimedia entertain- 
ment products that can be- 
come a good-seller. Now. 
let's hope it reaches its full 
potential and more games 
take its lead in gelling away 
from the busy-bath school 
of game design, cgw 
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CGW and the Whale 


Special Report from the Winter Consumer 
Electronics Show 
Part 1 

k ..... ■ " 
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from the CGW Editoria} Staff 


I t was a dark and stormy day. The rain had 
dampened our clothes and our spirits 
enough that we fell like a crew of Jonahs 
disgorged by a Southwest Airlines whale. 
The image wasn’t all that inappropriate. One 
of us did get boarding card # 1 3, and several 
of us were ready to answer the invariable 
avalanche of queries on the stale of the in- 
dustry' with dour tidings of doom and gloom, 
along with our editorializing admonitions to 
"Repent! The vengeance ofthe consumers is 
at hand! Yet, three fiscal quarters and enter- 
tainment software shall be destroyed!" Well, 
maybe not that .strongly, but we knew con- 
sumers were frustrated at: delays (many of 
the products we saw at the show were sup- 
posed to have shipped at Christmas ’92 and 
at least one was supposed to have shipped at 
Christmas ’91), bugs (the technological 
leaps in processor speed, memory manage- 
ment, sound card proliferation, et al.\ ma- 
chine obsolescence (the Amiga sales drops 
causing many U.S. publishers to quit pub- 
lishing Amiga titles and minimum require- 
ments which do not support 286-based IBM 
compatibles) and the lack of follow-through 
on the promise of ground-breaking CD- 
ROM titles (since most of the present gen- 
eration of CD-ROM games are either 
shovelware or minimally enhanced versions 
of successful MS-DOS versions). 

Frankly, the consumers were mad and we 
were feeling the edge. Like Jonahs, we came 
to the city of heathen (Las Vegas, Ninevah, 
whatever it lakes!) expecting more trouble 
than promise and, also like Jonah, we found 
that authentic voices (whether prophet or 
pundit, seer or scribe) must keep an open 
mind. Here, then, are our impressions ofthis 
year’s Winter Consumer Electronics Show. 

Buyers and publishers alike seemed 
pleased with the Christmas ’92 season, and 
both entities seemed optimistic about the 



EA design team Richard Hilleman and Raruly 
Breen confer with World Chess Champion 
Carry Kasparov. 


coming sales year. We felt pleased because 
there seems to be evidence that the technol- 
ogy is consolidating, and an emphasis on 
game play could be shaping up. At least, 
tliat’s what this bunch of sally old Jonahs 
converted into Saint Johns perceived (at least 
that seer concluded his vision (the Book of 
Revelation) with an optimistic perspective!). 

The Stars Come Out 
(Celebrity Involvement) 

Celebrity licenses have been around for a 
long lime. Often, one simply purchases the 
license and creates a game around the char- 
acters, universe, situations or celebrity that 
makes the license valuable. The licensing 
agency checks the work at several points 
during the process, and if the game hasn’t 
broken any fundamental rules for the agree- 
ment, the game is published as is. Some- 
times, the developer has to change a pose in 
a shot because it is unbecoming to a celebrity 
or remove a scene or puzzle because it 
doesn’t fit the "image" ofthe licensed celeb- 
rity or world, but it is generally a case of very 
little cross-fertilization between the licensor 


and the licensee. The good news is that this 
is changing in many circles. At WCES, we 
were particularly impressed by the involve- 
ment of World Chess Champion Garry 
Kasparov in both the design and promotion 
of Electronic Arts’ Kasparov's Gambit and 
by the level of cooperation between Tsu- 
nami Software (prior to this year’s releases, 
this company formed largely of ex-Sierra 
employees, had only published software for 
the Sony Bookman) and stimulating science 
fiction/fantasy author Lan^ Niven on the 
Ringworld game (originally scheduled to be 
published by Electronic Arts, but now dis- 
tributed by Accolade). In both cases, the 
celebrity has had plenty of hands-on with the 
game as it has evolved. 

Kasparov eloquently expressed the ration- 
ale for what initially appeared to be "another 
chess program." He noted that most chess 
programs on the market can beat 99% ofthe 
players and expressed his disappointment 
with the fact that chess programs are cur- 
rently being written in order to satisfy only 
1% of the chess-playing population. Also, 
Kasparov is an advocate of advancing the 
hobby so that it includes a broader base of 



Larry Niven, creator of Ringworld, 
displays its latest incarnation. 
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it's more mercenary than your 
lawyer, shrewder than your accoun- 
tant, greedier than the IRS and 
tougher than your granny, Get 
ready for the most chollenging 
game of Monopoly® you've ever 
played with MONOPOLY® DELUXE. 

Combining 90's technical know- 
how with plenty of good old- 
fashioned fun, the bestselling boord 
game of all time is back and 
better thon ever with completely 


revomped levels of difficulty and 
greatly enhanced graphics for your 
computer! You'll get more deluxe 


for your bucks with dazzling onimo- 
tion of all ten official tokens, easy- 
as-pie interface, a game activity log 


that keeps frock of all previous 
moves and the ability to play by 
traditional or custom-designed rules. 

Enjoy the thrill and excitement of 
wheeling and dealing as you 
amass, or reluctantly part with, 
great fortunes buying and selling 
railroads, utilities and properties of 
all types. This game's a must for 
the library of ony TRUE gamer or 
future real 
estate tycoon! 


MONOPOLY* DELUXE with 1tie«INmBleeasy-lo-use point-ond-tlick inrerfote will be avoiloble this loll in PC ond WINDOWS versions. 
WINDOWS version features oil oi the DELUXE features listed above plus the added bonus of eosier-to-use point-and-dick interface, 
for more iriformetion, priring and orders, pleose toll BOO'VRG'INDZ. VISA. MAStERCARD, AMERICAN EXPRESS ond (hecks occepTed. 


MONOPOIYa ond RICH UNOES- design ore tepisWedtiodemorksoironkaljfporolicir. tSthUndei- 1916, 1992 PorkeiBrolhen. All righRfesetved.Monopoljr 1935, 1992 Porker Brortien, Inc, odivisiwolTonkaCwporat^ 
Ali lights reserved. Lkensod to Virgin Gomes, inc ®1992VirgInGom9S,lnc YirginisaiegisteredlnidemorkofVirginEntBrprisss.lld. WINDOWS'" is a IrodernorV of Microsoft Coipofoliod 
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players. So, the focus o^Kasparov's Gambit 
is to provide the type of interactive experi- 
ences that would explain to the 99% why 
they are losing to computer chess games. 

In addition to his long stint as World Chess 
Champion, Kasparov is ideal for the task 
because he was integral in the creation of a 
computerized chess database (work began in 
1986) and understood the decison-making 
processes of the software. In fact, he defeated 
32 different chess programs in 1985 (using 
what he self-effacingly described as “tricks” 
which disrupted the algorithm’s logic) and 
IBM’s Deep Thought in 1990. This trans- 
lates into Kasparov’s Gambit where the in- 
formation from 500 annotated World 
Championship matches and Garry’s own 
audio-video advice are available as the game 
is being played. One can quickly access in- 
formation to answer questions like: “What 
would Fischer do?” or “How would Spassky 
counter that move?” as well as hear 
Kasparov’s advice. 

In a different vein, Larry Niven wasn’t 
expected to be as involved in the Ringworlci 
project as he has become. The license was 
originally a deal where the designers would 
use Niven’s universe, but none of Niven’s 
characters. Hence, the plotline was set up 
where the main characters would not directly 
interact with the player’s characters. As it 
stands, Niven has played eveiy version of 
the game all the way through and is tremen- 
dously pleased with the way Tsunami is 
developing it. He is allowing them to use 
some characters from the game (e.g. The 


Highmost) and with his characteristic gener- 
osity says that those in the Tsunami crew 
have become almost as good at tel i i ng stories 
as he is. As prolific and ingenious as Niven 
is, one had better read that “almost” as being 
fairly significant. 

Another upcoming product with celebrity 
involvement is Strategic Simulations 
Inc.’s Tony La Russa Baseball II where the 
Oakland X’s manager gets co-designer 
credit with Beyond Sofhvare’s Don 
Daglow. Tony’s contribution was primarily 
to the designer’s understanding of his man- 
aging philosophy and the database for 
Tony’s analysis and suggestions. The sequel 
to CGW s 1 992 Sports Game of the Year will 
feature more of an old-time baseball feci 
(when appropriate), as well as new camera 
angles and digitized voice commentary by 
syndicated sports commentator, Ron Barr. 



A's Manager Tony La Russa plays his game 
with Don Daglow. 


PORTINIUM'II 


ENCHANTED HORIZONS ANNOUNCES: A new. low cost 
version of the original PORTINIUM Play-By Mail game is now 
available. PORTINIUM II Incorporates all the features of the 
original game version. Players receive five standard game units 
on each of the primitive and medieval levels of game play. Time- 
travel intothe conventional and futuristic technology ages affords 
players the opportunity to capture additional pieces to equal or 
surpass levels of conquest in PORTINIUM. The struggle to 
become a dominant player and participate in The Gathering of 
the Four” remains a challenge for the strategy-minded player. 

V Receive over twenty double-sided pages of high-quality Laser 
Graphics output per turn. Over 24,000 sectors to explore. 
No hidden costs, $10.00 per turn. 3-week turnaround. 

ALSO AVAILABLE: PORTINIUM, the original time-travel P.B.M, fantasy 
at a new, reduced price. The PORTINIUM Hi-Tech and Lo-Tech games 
offer many of the larger game features, in one age of play. 


PORTINIUM 

$15.00 per turn 
(4-week turnaround) 


PORTINIUM HI or LO-TECH 

$5.00 per turn 
(4-week turnaround) 




One-time, LIFETIME setup fee of $25.00 includes; 198-page Hi-Gloss 

Player s Guide, startup packet, free start-up turn, plus free turn and subscription to game newsle 


Write or call for free brochure 


SNCHANTeO HORIZONS 

P.O.. Box 9897 Spokane, WA 99209-9897 (509) 325-6941 
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Finally, Accolade announced licensing 
agreements with Brett Hull for a hockey 
game and Pele for a soccer. Hull has already 
met with Accolade and provided numerical 
evaluations of NHL players for the design 
team, but we do not know how much addi- 
tional input he will provide for the overall 
design nor what Pele’s involvement in the 
soccer will be. In addition. Spectrum 
HoloByte will publish Sega’s David Robin- 
son 's NBA Action for the MS-DOS market, 
but no information is available as to the 
extent of any possible celebrity involvement. 

TV Magic Games (Smart TV?) 

On the hardware front, two new platforms 
will tiy to get gamers to hook-up interactive 
technology to their television sets. Both 
products have a lot of technological pizzazz 
to offer, but the success ofeither will depend 
on the companies delivering products com- 
pelling enough to encourage consumers to 
purchase them. 

Pioneer Electronics has built upon its la- 
ser player technology to create a unit they 
call LaserActive. This unit would allow 
game developers to use the capabilities of a 
standard laser disc to store analog data for up 
to 108,000 images and 60 minutes of FM 
sound, as well as 540 MB (equal to CD-I 
storage) of digital information or images (up 
to 7,000 images). This enables one to have 
broadcast quality backgrounds and anima- 
tion/film sequences with the interactive as- 
pects overlaid in digital images. In Japan 
(where the unit will debut), the master unit 
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It's a nasty job ■ ■ ■ but someone 

has to do it. To re-activate the abandoned moonbase, 

S.G.OUT must first seek and destroy the alien infestation. The 
base's entire arsenal is at your disposal; bombs, SAMS, force mirrors, 
cannons and even atomics. But first you have to find them — using all the 
ingenuity and strategic powers at your disposal. Then attack! 


INLINEDESIGN 

* 

308 Main Street 
Lakeville, CT 06039 


To order, visit your local retailer or call: 


1 - 800 - 453-7671 


S.C.OUT is available for IBM compatible (VGA) and Macintosh systems. 

Circle Reader Service #1 1 1 


Check out our other hot new games Cogito and The Tinies! 
A Kalisto game by 


But be careful... the enemy has 
some nasty surprises of its own; 
mazes infested with worms, 
viruses, explosives and the sinister 
"Slime". Dazzling graphics and 
driving soundtrack add to the fun 
of your mission. 


But remember, we warned you! 
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f'inaJly, multimedia veteran ICOM is pre- 
paring a Macintosh only title which tbllows 
in the wake of their old Maeventure series 
(published by Mindscape). The new 
"Maeventure" is called Beyond Sbaduwgate. 
It features 3-D graphic adventure in a Sierra- 
style, otTcrs full speech and 26 different en- 
vironments. Purists may be put off by the 
heavy amount of action sequences that are 
tantamount to other horizontal scrolling, 
running and fighting games. 

On the MS-DOS side, games run the gamut 
from multimedia versions ofexisting games 
to CD-only titles. Interplay plans to publish 
a SimCiiy CD-ROM game with lots of video 
and a few game design twists, as well as a 
new game that will feature William 
Shatner and Leonard Nimoy. They have also 
filmed the tutorial material fora multimedia 
version of their successful Omar Sharif on 
Bridge. They also plan to develop a inulli- 
media version of Three-Sixty Pacific’s 
Harpoon. Also, Origin has hinted about a 
CD-ROM version of their long-awaited 
Strike Commander game. 

In the same vein, LucasArts will release 
the Indiana Jones and the Fate of Atlantis 
"talkie" and Virgin will release the CD- 
ROM version Dune (with more footage 
from the film to provide cinematic segues, 
new 3-D rendering of landscapes and a sig- 
nificant amount of audio dialogue to replace 
the text screens). In the same way, the CD- 
ROM versions of the Adventures of Willy 
Beamish (Dynamix) and Space Quest I'V 
(Sierra) are expanded talkie versions oftheir 
hit MS-DOS predecessors. Kasparov's 
Gfl/nA/t (Electronic Arts) will also be avail- 
able as a CD product which will have more 
video and audio. Novalogic is also develop- 
ing a CD-ROM version of WolJPack, their 
World War II destroyer game, originally 
published by Broderbund. 

Access took a different approach to "creat- 
ing" a CD-ROM version of Links. They 
licensed the game to Compton’s NewMe- 
diii as part oftheir Compton's Multimedia 
Golf Guide: California/Hawaii Edition. 
This combination reference/game product 
allows the gamer to peruse over 750 courses 
and then, play Links (the 'forrey Pines 
course). Compton’s NcwMcdiii is also ex- 
perimenting with "distribution" by allowing 
potential customers to rent their CD-ROM 
products through video stores. Major Video 
Concepts will provide the distribution to 
video stores. 

Activision’s Return to Zork design team 
said that the CD-ROM version o[ Return to 
ZorkWxW feature a 7th Guest style that would 
enable the gamer to "walk through" a 3-D 
environment, but featuring the capacity for 
gamers to turn off the animations and con- 
versations alter experiencing them once. 
They have already captured more than 
45,000 digital images of the professional 
actors featured in the product. The goal of 
the programmers is to create a "bool and 
play" game that doesn’t require the kind of 
room on the hard drive that many CD-ROM 
games have demanded in the past. 


Pioneer's LaserAclive 


will retail for approximately $700, and the 
consumer can add three other units (approxi- 
mately $350 each) onto the system so that it 
can play Sega Genesis CD games (Mega 
i.D), NEC’s (TTI in the liS.) Turho-Grafx 
16 CD games (LD-ROM"^) and Pioneer’s 
own Karaoke discs, respectively. 

The 3DO Company, a multi-venture from 
companies with plenty of entertainment ex- 
perience (like Electronic Arts and Time 
Warner), is also launching a platform that 
allows one to interact with television-quality 
images. One can play music discs, photo 
discs and MPEG standard video discs on the 
3DO machine, and its suggested (Fall of ’93) 
retail price is $700. The machine uses a 
32-bit RISC processor, 2 MB of RAM, a 
multi-tasking operating system and a fast 
(the company claims "double speed") CD- 
ROM drive. Video images and sounds are 
handled via separate custom processors. 
With 27 bit planes and the capacity shown in 
the demo of presenting real-time light-sour- 
ced 3-D images, the potential is great. 

The ROJVI Stranger 
(CD-ROM Games) 

CD-ROM games are ready to hit the 
shelves in all shapes and sizes. In addition to 
The Iron Helix (see this issue’s cover story) 
from Spectrum HoloByte, a Mac game that 
is soon to be converted to the MS-DOS 
world, new player Pop Rocket is just about 
ready to ship Total Distortion. The concept 
behind the game is that the player explores 
various worlds and assembles graphics and 
sound in order to create a music video gone 
wild. The edited version of the video is sent 
back to earth and one’s potential wealth and 
fame is predicated on the result. 


Total Distortion 
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As opposed to these CD-ROM versions, 
there are a number of new products which 
will be initially released as CD-ROM titles. 
ICOM ’s GGA Tour Earth Invitational is the 
most improbable gol f product ever, sort of a 
"massive" instead of miniature golf. Players 
attempt to conquer wacky golf courses made 
from internationally famous terrain (edges of 
volcanoes, Mt. Everest, etc.). To add to the 
players’ entertainment, goofy commentators 
give shot-by-shot analysis. 



Rebel Assault 


The movies are another source of inspira- 
tion and source material for CD products. 
Rebel Assault is a 3-D Star Wars shoot-’em- 
Lip from LucasArts. Expected to be avail- 
able on both MS-DOS and Sega (under the 
JVC label) CDs, the product will feature 1 5 
levels of fast-paced action, as well as sound 
effects and full-motion video digitized from 
the original Star Wars film. Then, in another 
genre, Psygnosis (on the MS-DOS) and 
Sony Electronic Publishing (on the Sega 
Genesis CD) are developing Brain Stoker's 
Dracula. Although the basic game is largely 
a horizontal scrolling "shooter," the cine- 
matic segues are taken directly from the 
Francis Ford Coppola film and the sets/back- 
groiinds are rendered from the actual blue- 
prints for the film’s sets. 

Although we are not aware of Renova- 
tion’s design team, Japanese software devel- 
oper Wolf Brothers, using any actual film 



Road Avenger 


footage, their Sega CD driving game, Road 
Avenger, features cartoon quality Japanima- 
tion in a fast-moving and violent driving 
game. Ifa player is good enough to do every- 
thing right at maximum speed and hence, not 
see the different animation sequences for 


crashes, deaths, etc., they will still get 30 
minutes of non-repeating animation by play- 
ing the game straight through. 

Microcosm is a product from Psygnosis 
that uses custom 111 m footage to take player’s 
through the human body (and take control of 
a human body) via a probe. To be available 
on MS-DOS, this 500 MB plus game fea- 
tures footage that looks like a cross between 
the movies Fantastic Voyage and Inner 
Space, with some poilions where the scroll- 
ing is up to 60 frames per second. 

Virgin’s The 7lh Guest is a game whose 
introduction almost needs no introduction. 
The publisher has been showing bits and 
pieces of the game for quite a while and the 
stunning visuals and tremendously effective 
soundtrack virtually guarantee a success for 
this CD-ROM only product. The game play 
is not veiy rich, but the exploratoty' experi- 
ence is sure to have most CD-ROM owners 
buying the adventure as a showcase to im- 
press their friends. 



jiitlancl 


Finally, a wargame enters the picture. San 
Diego-based Software Sorcery is ready to 
release Jutland, a very cinematic and visu- 
ally rich wargame based on World War I 
naval combat. The player responds to digit- 
ized voice commands and participates in six 
major engagements (encompassing dozens 
of scenarios and small actions) in order to 
earn possible knighthood, statues, parades 
and historical impact as opposed to death or, 
worse yet, humiliating defeat. 

Finally, for something completely differ- 
ent, the Revell-Moiiogram company is pub- 
lishing a series ol'CD-based products called 
i\\Q Power Modeler Series. Each will feature 
information and a simulation for four model 
cars/planes and will include a Skill Level 2 
or 3 model, animated step-by-step instruc- 
tions, the ability to check out possible paint 
jobs and see what to paint while the model 
pails are still on the parts trees, modeling tips 
and a sophisticated 3-D simulation in which 
the modeler will get to turn into a gamer and 
actually drive or fly the model in a sophisti- 
cated 3-D simulation that looks very com- 
petitive with other driving sims on the 
market. The llrst release in the series 
(Spring) is European Racers, followed by 
American Muscle Cars (Summer) and High- 
Tech Aircraft (Fall). 



i/tflieii^oir switch 
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Circle Render Service #98 


March 1993 


Page 15 








5uper.5oft. 


AD&D Poo)/Curse/Sec....$30 

AD&D Trilogy 2 43 

Allied Forces 10 

Altered Destiny 10 

Amazon Guardians 42 

Ancient Art of War 36 

Bar Games 10 

Battle Isle 30 

Battle Tech. Trilogy 34 

B-1 7 41 

Crusaders Drk. Savant 49 

Cyber Empires 36 

Dark Sun MAR. ’93 

Dragon Strike 10 

Eye of Beholder 3 SPRING ’93 

Falcon:Op. Fight. Tiger. ..24 

Gemfire 32 

Great Naval Battles 49 

G unboat 10 

Heroes of 357th 32 

Hook 34 

Humans 29 

KGB 2 0 

Kings Quest 6 46 

Legend of Kryandia 35 

Lemmings 3 JAN 

Line In Sand DEC 

Lost Files Sherlock 49 

Might & Magic 4 43 

NFL Video Pro 46 

Pacific War 46 

Prophecy of Shadow 30 

Red Baron/Rise Dragn/KngsQ5...46 

Realms 20 

Search for the King 10 

SpellJammer-.Pi rates 43 

Star Control 2 36 

Stunt Island 36 

Twilight 2000 VGA 10 

UltraBots DEC 

Ultima Underworld 46 

Ultimate Challenge Golf 36 

V for Victory 49 

War in Middle Earth 10 

WaxWorks .36 

Wayne Gretsky 3 36 

Wing Commander 19 


ATrain $42 

Club Raquetbll 30 

Guy Spy 30 

Heaven & Earth 30 

Indiana Jnes 4 36 

Mission Leyte 22 


We also cany Game Caftridges for; 
SEGA Genesis, Super Nintendo, 
Gameboy, Game Gear! CALL for 
titles and prices. 


Product avallabilily/Prices 
Subject to Change 

Mail to: 

110 N. 201 SI. 
Seattle, WA 
98133-3012 

NO C.O.D. 

Products are waranleed 
through Manufacturer 


1 - 800 - 285-1881 

Orders Outside the U.S: 

206 - 542-1518 

HOURS: 10A.Mto5P.M. 
PSTM-F 


BUNDLE PACK SPECIALS: 


mm 

Classics TrII $15 

(Midwinter, StarGlider 2, 
Carder Command) 

Combat Classics 30 

(F15-3,Team Yankee, 

688 Attack Sub) 

Tengen's Arcade Hits 23 

(Klax,Hard Drivin’,Toobin) 

IBM: 

BaltieTech Trilogy 34 

(BattleTech t &2. 
MechWarrIor) 

Classic Pak 36 

Jet Fighter 2 Bndle 46 

(Jet Fighter Adven.2, 

Mission disk,Hint Bk.) 

Max Pak 30 

McGee Series 30 

(McGee,Fun Falr,Katies 
Farm) 

MegaFortress Pak 30 


TIP: 

$7.00 S/H covers 
uptoSLbs.lThat 
means you can order 
approx. 3 boxes for the 
same shipping price. 


AMIGA 


AD&D Tril. Pool/Curse/Secret.. 

Addams Family 

Altered Beast 

Black Crypt 

Bravo-RomeO'Delta 

Breach 2 

Campaign 

Castles Campaign 

Civilization 

Crusaders Drk. Savant.. 

Cyber Empires 

Cytron 

DragonForoe 

Dune 2 

Epic 

Fighter Duel Pro 

Flames of Freedom.. 


..$36 

...34 

8 

36 

...36 

..20 


Hook 

KQB 

Legend of Kryandia...., 

Legends of Valour 

Lure of Temptress... 
MegaTraveller 1 .... 

No Greater Glory 

Pinball Dreams 

Populous 2 

Premiere 

Pro Footbll Sim 3.1. 

Projectile 

Realms 

Road Rash 


Spider I 
T r a o o n 
UMS2 


.30 

20 

-fr- 

36 
31 

e 

.DEC 

37 

36 

10 

30 

. . . 34 
. . 20 

36 

..DEC 

30 

....10 


3 6 
..30 
...6 
.20 
.33 
.36 


CALL rOR MORE TITLES, 
CDS,PRODUCTS! 



Power Modeler Series 


Face Off. (Interface Trends) 

Interface technology continues to im- 
prove. Current design philosophy wants the 
interface to be as invisible as possible, while 
being as accessible as possible. Several tech- 
niques are becoming standard. For example, 
the graphic menu screen. Seen as early as the 
set-up phase for the original Starflight and 
the main menu screen iov Silent Service, this 
approach was enhanced in 688 Attack Sub 
and the original Wing Commander. It is a 
screen environment where the "hot spots" 
indicate one’s menu choices. Typically, one 
clicks on a doorway to enter the training 
facility, storage bay (to equip) or briefing 
room (to start a mission). Naturally, Ori- 
gin’s Strike Commander and LucasArts’ 
X- Wing Fighter use this technique, but even 
a dissimilar product like Revell-Mono- 
gram’s Power Modeler Series uses the 
graphic menu for everything from database 
information on the cars (click on sales 
poster) to modeling instructions (click on the 
shop door) to the simulation (click on the 
overhead door leading out of the showroom). 

Another standard technique is the use of 
pop-up windows. Whenever a decision 
needs to be made, the gamer can always call 
up just the right menu to deal with the situ- 
ation. Electronic Arts’ SEAL Team uses this 
technique with opaque pop-up menus, as 
does Novalogic’s Comanche: Maximum 
Overkill and its new mission disk with the 
semi-transparent pop-up windows that en- 
able one to see the entire screen (which we 
first saw in Interplay’s SiarTrek: The 25th 
Anniversary Game). According to No- 
valogic’s John Garcia, it is significantly 
more memory-intensive to provide the semi- 
transparent windows than to use the standard 
opaque ones. 

This memory requirement may explain 
why Interplay is not using the semi-trans- 
parent windows in their full-screen, first- 
person perspective, 3-D rendered 
role-playing game, Stonekeep. Instead, they 
are attempting to keep the pop-up menus 
very incidental so that not only do the menus 
not pop-up until the player needs them, but 
they show up on the periphery of the screen 
in icon fonn, 

Activision took a different tack in Return 
toZork. As noted in last issue’s "Behind The 
Screens" look at the product, the interface is 
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diamond-shaped, pops up wherever the cur- 
sor happens to be on the screen and allows 
the player to "point and click" on the ani- 
mated icons that represent actual game com- 
mands. 



Cyber Space 


Another interesting approach is being tried 
by Canadian-based Empire Simulations. 
Their cybeipunk role-playing game, Cyber- 
Space, is based on the Iron Crown Enter- 
prises "people and paper" game of the same 
name. It is a polygon-filled game which as- 
sumes that every'one’s perspective has been 
"cyberized." The fiction allows the entire 
screen to have something of a perpetual 
H.U.D. (Meads Up Display) combined with 
the 3-D "virtual" worlds created on the fly 
and should keep cyberpunk fans jacked into 
the fiction of the game. 

Spectrum HoloByte’s Tornado has the 



Strategic Simulations' booth at WCES 


most elegant mission-planning interface we 
have seen. Where other ilight sims require 
gamers to page through screen alter screen 
of menus in order to set-up a mission, Tor- 
nado allows them to select as many different 
options as possible through the unique man- 


agement of menus and sub-menus on a single 
screen. In addition, the systems management 
for the pilot/vehicle interface is as well-de- 
signed as their mission-planning screen. 



Armored Fist 


Novalogic’s Armored Fist uses a system 
analog approach (i.c., where the on-screen 
"hot spots" graphically conform to the sys- 
tems which they emulate) to specific tank 
controls/cockpils as their pilot/vehicle inter- 
face, as well. The fascinating addition to this 
product, however, is the object-oriented edi- 
tor that will allow gamers to create terrain 
and deploy platoons prior to playing out each 
battle. The game (originally entitled Battle- 
field 2000) also features a pull-down menu 
for selecting Al tactics for the tanks which 
the player is not controlling directly. 

Finally, one cannot write of interface is- 
sues without considering the use of interface 



ourney back 
in time to the 
year 1957 on 
an expedition 
to the dark 
heart of the Amazon 
Basin. A desparate, 
crazed message sends 
you on a perilous search 
through a land where 
legends come to life, 
danger hides behind 
every corner, and 
incredible treasures wait 
to be discovered. 

AMAZON is designed 
in the style of the serials 
ofthe1940’sand 50’s 
such as Flash Gordon, 
The Lost City, and 
Rocketman. 


These serials were made 
up of intriguing, fast 
paced episodes which 
placed the hero in unbe- 
lievable peril. AMAZON 
contains 14 exciting 
episodes filled with plot 
twists, mysterious charac 
ters and heart stopping 
cliff-hangers. You haven't 
had this much fun since 
the drive-in days! 


Metal monsters seek your 
destruction!* 







devices. Even the Nintendo Entertainment 
System now allows use of a mouse, and it 
considerably facilitates the play of games 
like ASCII’s Spellcasting: Aspects of Valor. 
We noticed that more and more joystick 
companies were offering llighl yokes and 
understand that Thrustmaster is introduc- 
ing a Weapons Control System Mark II. The 
latter will eliminate the need for dip switches 
and will be programmable with the com- 
pany’s new interlace card. 

Perhaps the most impressive use of an 
interface device, however, was the 3-D 
Mome prototype from Logitech. Interplay 
used the so-called "flying mouse" to demon- 
strate Stonekeep. Programmer Peter 
Oliphant stood in front of the computer and 
used the infrared device to control his jour- 
ney through the 3-D rendered dungeon. With 
the "flying mouse," he looked just like he 
was swordfighting with the mouse. Even 
with a prototype 3-D mouse and the program 
running on a 386/33 Mhz computer, the mo- 
tions seemed natural and the game play more 
vivid than it would have if one were playing 
the game with the traditional "flat" mouse. 

strategic Heir Command 
(Strategy Games) 

Strategy games will appear in all shapes 
and sizes throughout 1 993. Chess games will 
be released by several companies with sev- 
eral different agendas. In head-to-head com- 


petition with Interplay’s established Battle 
Chess and upcoming Battle Chess 4000 
(new animation sequences which parody sci- 
fi classics like 2001: A Space Odyssey and 
use their Checkmate algorithms), Spectrum 
HoloByte plans to release their National 
Lampoon 's ChessMeisler 5 Billion and I 
parody of all computer chess games; Cap- 
stone intends to publish Terminator 2: Cv- 
ber Chess: and Gametek adds a variation 
with Ragnarok, an old Viking boardgame 
with Battle Chess-slyk animation. 

Spectrum HoloByte’s game uses ro- 
toscoped full-figure animation and promises 
to offer the most scatological humor and 
graphic gore such as any Python fan might 
enjoy. It is also billed as the only game that 
will "cheat" up front and personally. Cap- 
stone’s product does not follow any of the 
movie script, but picks up on the idea of 
cyborgs dueling it out on the field of honor. 
It is expected to use the algorithms from their 
current chess game. Ganietek’s Ragnarok 
not only features the animated sequences, 
but looks like a challenging and well-bal- 
anced game, complete with tutorial and 
plenty of room to save games. 

Those more serious about chess are ex- 
pected to gravitate toward Kasparov 's Gam- 
bit (Electronic Arts). In addition to the 
tutorial and database features described ear- 
lier, the game will feature three different 3-D 
chess sets in SVGA graphics and allow the 
gamer to customize the artificial opponent. 


Where most earlier chess games adjust the 
difficulty levels by simply giving the artifi- 
cial opponent more or less time to make a 
move, Kasparov’s Gambit lets the garner 
modify the opponent’s aggressiveness, crea- 
tivity, attentiveness, orthodoxy and strength. 
Such factors really change the face of the 
game, since orthodoxy will often determine 
whether the opponent will be in the classical 
style of taking the center or in the hyper- 
modern style where one boldly snipes from 
the side. The default aitificial opponent 
plays at a 2 1 85 Elo rating). 

Strategy gamers who enjoy business simu- 
lations will enjoy several new strategy 
games. Impressions is preparing a new 
VGA version of/l/r5((cfa' which will feature 
the types of belts and whistles that some of 
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•A Multimedia Entertainment 
Extravaganza! 

•Super VGA and VGA Modes. 

•Rich Characterizations. 

•A Cliff Hanger around every corner! 
•From the designers of the Award 
Winning Martian Memorandum. 

^ACCESS 

SOFTWARE INCORPORATED 

ACCESS Software, Inc., 491 0 West Amelia Earhart Drive 

Calf iai/» rih/ iiT Q/1-f A a roni ^Ol;o_oo^^ • iQniWMn.AOon 


They grow them big in 






Entertainment software booths at WCES. 


the owners of the original Air Bucks w'anted. 
Koei tentatively plans to convert their Aero- 
biz SNES product into a VGA strategy game 
on MS-DOS in the Fall. 

Would-be magnates don’t have to build 
airlines to gel rich, though. Interplay’s Rags 
to Riches provides a humorous, but detailed 
economic model of an up and coming inves- 
tor. There are humorous encounters with 
shady characters and plenty of strategies to 
use in attempting to parley one’s investments 
into millions. The game is based on a 
boardgame called Speculate! 


Whale of a Good Time 
(Conclusion of Part I) 

If one combines the trends described ear- 
lier in this article with games using SVGA 
graphics, announcements of new sound 
cards/technology and more emphasis on 
user-customizability, it is difficult to hang on 
to a pessimistic perspective. In the Bible, 
Jonah built a booth to protect him from the 
sun and went outside of Ninevah to watch it 
fall. God surprised him. As readers should 
be able to tell from the booths pictured in the 


article, there is a lot of excitement and opti- 
mism surrounding the entertainment soft- 
ware industry in 1993. Instead of pouting 
like Jonahs, we definitely left the show with 
a host of new revelations. Next month, we 
will provide genre-by-genre rundowns and 
plenty of pictures about all the new action, 
adventure, role-playing, strategy, simula- 
tion, sports and war games which we saw at 
the show. We think everyone will have a 
whale of a good time, cgw 
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Qotncinteps Qon’t Tesch; 
Soflh^pe Dees 

The Philosophy Behind EA*Kids 



I n 1 7lh centuiy England, even common 
cobblers, tailors, weavers and carpen- 
ters would leach the village children 
how to read. Usually, these abecedarians 
would give the children a hornbook or 
battledore with the basic letters and num- 
bers printed (or posted) on them and re- 
quire the children to memorize the basics 
by rote. 

A few of these abecedarians came up 
with some creative notions, however. 
They carved letters into blocks so that 
children might learn spelling, or they de- 
veloped rhymes as a mnemonic device. In 
Colonial America, many of these horn- 
books offered theological lessons (since 
religion was the most important thing in 
the world to the Puritans) where A was for 
Adam ("In Adam’s fall, we sinned all.") 
rather than the Apple of today’s pre-prim- 
ers. 



However effective these abecedarian 
methods may have been in leaching skills 
with limited scope, they didn’t do much 
toward leaching children how to think and 
how to solve more abstract problems. It is 
also likely that the methods turned off as 
many students as they inspired. Of course, 
that didn’t make loo much difference, 
since they only needed to read enough to 
conduct basic business. Except for the no- 
bility (who usually had private tutors), 
there was really no reason to learn to re- 
search or be motivated to read widely, 
since the libraries of the common man 
were largely restricted to the Bible, Eoxe’s 
Book of Martyrs and occasional pam- 
phlets. 

In today’s era of information explosion, 
an abecedarian approach Is dangerous. 
Children need problem-solving and infor- 


mation-si fling skills that cannot be learned 
by rote. These skills can only be learned 
by doing. With computers becoming om- 
nipresent tools in accomplishing these re- 
search skills, it continues to become more 
and more vital to involve children in com- 
puterized learning activities. 

Such a need is readily discernable. This 
is why more and more software publishers 
are mobilizing to meet these needs and 
why Computer Gaming World now has a 
sister publication focused owKids & Com- 
puters. The most obvious result, for pur- 
poses of this article, is Electronic Arts’ 
foray into the "edutainment" genre. 

The Digitized Hornbook 

Taking their initial cue from a line by 
Marshall McLuhan, the Ur-prophet of me- 
dia, those responsible for shaping this new 
line of "edutainment" software lake seri- 
ously the idea that "Those who draw a 
distinction between education and enter- 
tainment don’t know the first thing about 
either," That is why the company has ex- 
pended the amount of resources necessary 
to make sure that discovery and surprise 
are major elements within the formulae 
used to create each product in the series. 
That is why there is tremendous emphasis 
on providing animated and verbal reward 
sequences to reinforce the child’s efforts. 
It is also why every product is presented 
to an advisory board that includes: school 
superintendents, learning specialists, edu- 
cational psychologists, computer educa- 
tors and parenting advocates. 

Another distinction between EA*Kids 
and its antecedents is that the entire prod- 
uct line uses a common set-up/access in- 
terface. Children love to go to the movies 
and to play their own videotapes of favor- 
ite movies, so all ofthe EA*Kids products 
begin at the EA*Kids theater. The theater 
is, essentially, a graphic menu that allows 
children to select their favorite programs 
by double-clicking on the movie poster- 
style icon for a given program. The side of 
the theater that says, "Now Playing" al- 
lows access to the programs for the chil- 
dren without ever forcing them to use a C: 
prompt, and the side of the theater that 
says, "Coming Attractions" presents pre- 
views of upcoming games or products. 


Installation of programs and removal of 
programs from the hard disk can all be 
handled (by parents) through this front 
end. 

Further, the entire line uses on-line help 
pals to ensure that children do not get 
bogged down in the gaming/leaming en- 
vironments. These colorful cartoon char- 
acters serve much the same function as an 
inspiring teacher in that they provide as- 
sistance and encouragement as necessary, 
without intruding on the player’s inde- 
pendence. 



Ping and Kook}>'s Cuckoo Zoo is an 
early learning product which allows chil- 
dren to drive a train (in first person per- 
spective) through four environments. The 
technology used to depict the train’s mo- 
tion is surprisingly sophisticated for a 
"learning" product. That was an unex- 
pected surprise. Also, the animals to be 
found in these habitats are not depicted 
realistically (since realistic animals are 
sometimes frightening to young children, 
as anyone who has seen crying children at 
the zoo is likely to be aware), but as warm 
and cuddly caricatures of animals that are 
designed to become animated friends of 
the child. That was an unexpected, but 
appreciated, design decision, as well. 

Through interaction with the animals in 
these four habitats, early learners are 
likely to learn to recognize colors and how 
to count. As a game element, however, 
they are also likely to have to learn how to 
match elements to each other whenever 
Kooky (a bird who is probably a distant 
cousin of the Cocoa Puffs cuckoo bird) 
flies through the scene and mixes up spots. 
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BUILTIN ADAY - HOWLONG WILLrrTj 


A s governor of a province of the Roman Empire you must 
build cities for the good of your people. Fortify your 
cities with walls & towers • but should your defences fail, 
you must command legions to crush the hostile barbarian 
tribes! Success will lead to promotion -and ultimately, the 
I very best may rise to become... Caesar! 

Battles may also be fought out in detailed, animated combat usinga 
much enhanced version of lmpre.ssions’ Cohort (Cohort II wll be 
available separately). 


Cmw your city wtfrS^^n^ircs, forums, 
temples, tiquaduas, roa^, baths & v,vrkshops 
and much, much mo/e! 


Impressions 


with CTOss-tvuntry 


walls romaffh The Great Wall of China 


Committed to 'Excellence in Strategy Entertainment 
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Impressions Software, Inc. 7 Melrose Drive, Farmington, CT 06032 



stripes, limbs and heads so that the young 
child has to set chaos right again. 

For children who are a little older, 
Scooter's Magic Castle allows them to 
explore a castle with an on-screen friend, 
The game actually reminded us of an up- 
dated Little Computer People (the classic 
Activision busy-box software program) 
with an educational agenda. Counting, 
matching and creativity comprise the 
scope of this product and, as in all of the 
products, on-line help is available through 
an on-screen companion. In this case, the 
companion is Theo, a wise old owl who 
offers advice which is much more useful 
than, for example, the pedantic esoterica 
disseminated by the owl in the Winnie the 


Pooh stories. Theo is a friend, not an ob- 
stacle. 

The most intriguing innovation in the 
line, however, is the colorbook adventure 
of Peter Pan. Remember Maurice Moly- 
neaux? He is the artist who developed the 
spaceship control interface forthe original 
Rules of Engagement (Omnitrcnd/Miiul- 
craft). A paintbox full of animated draw- 
ing accessories sit at the bottom of the 
screen like the musical staff in Loom. 
Whenever Peter gets into difllculty on- 
screen, the child selects the drawing tool 
by pointing and clicking on the tool and 
the object to be acted upon. When a useful 
selection has been made, a delightful ani- 
mated sequence takes over and the story 
continues. Artistically, this product is ab- 
solutely resplendent. 

For children over seven years old, Kid 
Vid allows children to create their own 
music videos. We thought of this as Car- 
tooners with more tricks and a simpler 
interface. Also for older children (8-13 
years old), there is Eagle-Eye Mysteries. 
This product should do wonders for im- 
proving reading comprehension and prob- 
lem-solving skills. Think of it as 
Scooby-Doo without all the goofiness. The 
program assumes that pre-teens can think 
and doesn’t insult them with plots that do 


not make sense or cases where clues are 
withheld. 



Report Card 


Naturally, with these products yet to be 
released, it is difficult to see how success- 
ful they will actually become. One thing 
seems certain, however. EA’s entry into 
the edutainment arena, along with Si- 
erra’s entry into the same arena, means 
that Broderbund will no longer be the 
sole mainstream consumer publisher pro- 
ducing edutainment titles. This should be 
good news for parents, since it likely 
means that educational publishers and 
consumer publishers alike will push each 
other to a new level of excellence, cgw 


TllflN ENGINE GAMING PRESENTS 


Out Time Days 

a game of Time Travel in an alternate dimension 

THE EXPERIENCE: OTD is a game of life on a 
Strange world. Although populated by a variety of 
semi -humanoid races, it is nothing like the Earth 
that your character left behind. Gone is the industri- 
al might of large nations. The multi-talented worker 
is a thing of the past. Even your famed Time Jump- 
ing skills have been checked to a certain degree, 

However, you do happen to be one of the few Time 
Jumpers on this world, and that in itself is a major strength. 

You’li choose one of several sects to work with, or attempt to 
create your own from scratch, which will help set your general meth- 
od of operation. As each new time opens, there are new discoveries to 
make, new lands to chart, and new people to meet. The world awaits 
change, and you are the catalyst. 

OUT TIME DAYS is a highly interactive role-playing Play-By-Mail 



game with turns processed weekly. It has received excellent reviews, 
notably from Flagship and Paper Mayhem. Turn cost 
is $5.00. The game is open ended and 99% computer 
moderated. The rulebook may be obtained for $5.00 
(refundable with startup). A special startup is 
available that gives you the rulebook, the startup 
turn, and five turns for only $15.00. 

Dependable, weekly, error -free turns since 1984 



Space Combat 

a game of pure tactical combat... 
in a rather unique environment 

Youll be fighting in an cdgcicss contest zone aboard liv- , 

ing creatures. Space Combat is almost all combat, with 

some room for diplomacy. Offensive actions include ‘Jj 

the creature’s Psychic Screams to mentally disrupt ' 

others, launching Inverse Mines that will implode 

near your enemy, freeing Spores to destroy inter- 

nals, using Nerve Pulses to paralyze pesky seputs, . 

and Virally Infecting your opponent in the hopes of / / 

taking over their alien. Each turn conics with a special full-page graphic 

printout of your ending position to aid 

1 you in planning. 


I Space Combat was designed to be 
I easy to learn, but difficult to master. 
Every game starts with ten players, 
and as each is eliminated, Uie clianccs 
of the game ending will increase. 
Turnshccls arc custom made on a laser 
printer to aid you in filling out your 
next turn. The games run about 12-18 
turns. Cost is $.h50 per turn. A nilc- 
book (required before you can join) is 
$1.00 (free if you mention tins ad!). 
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Theljestsiinulator 
I'veavor seenr 
Rick Zalud, Computer 
Game Review 

■Makes the term 'virtLial' 
redufjclant!'' 



Dave Moskowit?., .Video Games 


and Computer Entertainment 

"Sets B totallynew Standard far 
heiic opier sirnulation's! " 

Arnie Katz, Efectronic Games 



"Rsdofines the state-of-the-art in 
computer simulation graphics!" 
Computer Gaming World 



From NovaLogic^tha creators 
ofWOLFPACK™. 



UAfi-BB Commche 

m Unsurpassed speed and maaeuverabUity 
m Real-time Ry-bys through actual terrain data 
m One-minute learning curve 
K Superb musical score and sound 




COMANCHE™ OVERKILL™ is 

the promise of^^mulatidtr'actioriicome 
true! You commB^he ultimate in 21st 
Century Attack Hmicopters • the Boeing 
Sikorsky RAH-&6 Comanche, not just ove 
but m and around ultra-realistic 3-D 
terrain. Can it be true? 

Thanks to NovaLogic's radical new 
simulation environment VOXEL SPACE™, 
which produces graphics SCO times more 
detailed than any of those tired old 
polygon graphic games. You'll dive from 
mountain peaks, dart through winding 
canyons, and roar through pulse-pounding 
combat in stunnin 


■ WolfpBck.Cf’mBnchn. Maximum OvarkiH. VOXEL SPACE, Novalonic.BiKUheNovaLoBic leaoarotnidm3rksplNovsLoriic.ini:,. 
!9SIOVentutBSM..iite.200. Tnruina, CAS135B iP UKlEbyNovaLosic.lnu. ALL Rmhts Rcservad. 
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Greatet Conqueror! 


1 1 i.i III 
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Plunge into a medieval world to 
conquer Cascatla, an untamed 
land of conquest & glory, invade 
castles, fly over mountains, and 
use the forest to your advantage 
as you battle across the 
Cascatian Realm, to become the 
reigning king. Just about the 
best strategy and tactics game 
you will ever play. 


• NINE BEAUTIFUL SCENARIOS. 

• A RANDOM MAP GENERATOR. 

• UTILIZE BASIC HUMAN UNITS, THE 
FANTASY UNITS OR BOTH. 

• 21 LEVELS OF PLAY (STRONG Al). 

• MODEM PLAY. 

• COMPLETE GAME SCORING HISTORY. 

• RICH IN STRATEGY AND TACTICS. 

• SEVERAL FULL CAMPAIGN 
CONQUESTS. 


The Conquered Kingdoms 
computer game is IBM PC and 
soon to be Amiga compatible. It 
can be obtained through your 
favorite retailer or ordered direct by 
calling: 

1 <908-788-2799 

©1992 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 

Amiga is a trademark of Commordore. 
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A s I stomped through Tokyo Marbor 
on my way to Tokyo proper, i 
bimshed aside ships with the wake 
from my brobdingnagian torso and my 
gargantuan tail. Pleasure yachts and com- 
mercia! shipping vessels alike capsized in 
tlie wake of my wrath. Ordinary humans 
might have to play MicroProse’s Task 
Force 1942 in order to sink so much .lapa- 
nese tonnage, but film monsters don’t 
have to play games to perpetrate destruc- 
tion. 

There is currently a lot of interest in 
Pacific Theater games, but you wouldn’t 
find us movie monsters getting excited 
about an alleged deal between the design- 
ers of High Command and Three-Sixty 
which would put a scenario-builder and a 
Pacific Theater version of the game {Pa- 
cific Commancn) on the market within the 
next 12 months. That may bode well for 
all concerned, but it’s not as much fun as 
frying a destroyer by exhaling. 

We movie monsters are made of sterner 
stuff. You wouldn’t find us interested in 
the possibility of Gary Grigsby updating 
Second Front into a Second Front II by 
adding some of the Pacific War innova- 
tions. You wouldn’t find us wondering if 
he were going to redo his 1985 CGW 
Game of the Year and bring out 
Kampfgritppe II. No, we monsters simply 
step on ships and tanks or any other v^eap- 
ons of destruction with our Size 10^ feet 
that we defy Nike to shod. 

I thought over all the upcoming naval 
games and briefly wondered what Soft- 
ware Sorcery's Jutland wou\6 look like. 
An SVGA game of World War 1 naval 
action with digitized voice commands and 
digitized video clips should be rather in- 
teresting. Put it on CD-ROM and it should 
be even richer in both data and graphics. 
The madness look me over once again and 
1 no longer cared about games, even when 
they are based on my favorite naval era. 
The Japanese assembled their most 


The Rumor Bag 

by Bngzilla and Hobbes 


modern technology in order to stop my 
rampage. 1 couldn’t understand the orders 
being given in the streets, but everyone 
seemed very excited about something that 
sounded like General Midi, a new chip set 
that is being incorporated into the existing 
sound boards of several manufacturers. In 
fact, the madness receded for a moment 
and I remembered that Creative Labs is 
supposed to be unveiling the Wave Blaster 
at the Winter Consumer Electronics 
Show; a card that will provide real MIDI 
sound for roughly $250. 

That stopped my rampage for a moment 
because 1 realized that John Ratliffs new 
(as yet unnamed) flight simulator is sup- 
posed to have more general midi music 
(scored by no less than George Alistair 
“Fat Man” Sanger himself) than any other 
published game, except for Virgin’s The 
7th Guest. The new flight sim is expected 
to totally immerse the gamer in a world of 
sound which adjusts to the action a la Wing 
Commander's “Tense-o-Meter” ap- 
proach. 

The madness returned. No wall of 
sound, no matter how versatile, could slop 
me! Movie monsters are characters of leg- 
end. 1 faltered, somewhere in the back of 
my reptilian mind I remembered that Na- 
tional Vidcotext had landed British Leg- 
ends If the sequel to the popular 
multi-player game that kept users hooked 
on Compu.ser\'e for so long. They also 
plan to mn a version of Jim Dunnigan’s 
Hundred Years War parallel to the games 
which are currently running on GEnie. 

1 lefl. the harbor awash as I crunched the 
pier structures beneath my feel. Huge su- 
pertankers bobbed in the water like a fight- 
ing sail ship in a typhoon. 1 kicked in the 
wall of a warehouse in frustration that 
Simulations Canada’s Man O' War 
game hadn’t shipped. Then, 1 remembered 
that 1 was too big to care that it was sup- 
posed to ship in March, 1993, along with 
the World War III game. Red Sky At Morn- 


ing. 1 also set a small fishennan’s vessel 
afire with a sigh when 1 realized that Sim- 
Can plans to quit publishing Amiga and 
Atari ST games, marking the end of an era. 
From now on, SimCan games will feature 
modest VGA graphic situation maps and 
no more printed maps and markers. 

Finally, I remembered what had set off 
the rampage. I stonned through Tokyo. 1 
ripped up rail lines and scattered com- 
muter trains from Shibuya Station to Yok- 
ohama. 1 was absolutely furious about the 
misinformation I’d written in a previous 
column. The deal for Tearaway Thomas 
and Ugh!, the two Amiga arcade games to 
be published by RAW Entertainment, 
had fallen through after we had gone to 
press. I stepped on dancing teenagers in 
the streets of Harijuku. Then, I discovered 
{\\QiRingworld is not going to be published 
by EA at all. It is going to be developed by 
Tsunami and published by Accolade. An- 
other source told me that the on-line flight 
simulator that was supposed to accommo- 
date campaigns with up to 2,000 pilots 
would no longer be funded. I shoved a 
building over and watched it fail. The next 
thing I expected to hear was that the rumor 
that Nintendo’s CD-ROM unit was going 
to turn the SuperFamiCom into a 32-bit 
processor that runs under Unix was false. 

I pushed over another building. It landed 
on my foDl — my modest size 9 foot, not 
a size 10^ foot — and it wasn’t a building, 
it was a filing cabinet. I looked around in 
vain for some puny mortals to terrorize. 
There were only unsympathetic co-work- 
ers frowning as my tantrum subsided. I 
started to clean up the disaster, so embar- 
rassed about my “Calvin and Hobbes”- 
slyle fantasy that I didn’t even get to tell 
them which network is supposed to be 
building an on-line version of Star Fleet 
Battles. Ah, well! Plenty of time for more 
rumors after 1 get myself under control. 

CGW 
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for me mind^t. 

“The puzzle game to buy in 1991^-^ / 


WIjo ev^ thought lope and phys 
could be so much Jim? ■ 
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A Mechanical Wonder is Set into Motion! 

Introducing The Incredible Machine, a wacky electronic workshop 
from the mind of designer, Jeff Tunnell. Using parts and gadgets 
from the electronic toolbox, you construct machines to solve one of 
80 different puzzles or create your own incredible masterpiece in 
Free-Form mode. There are gears, pulleys, cats, balloons, dynamite 
and about 40 other animating tools for use in your creation. Its all 
new, slightly demented fun that you won’t be able to put down. It’s 
The Incredible Machine and it’s in stores now! 
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p SIERRA‘S 

To get your copy now, call: 

1 ( 800 ) 326-6654 


This is one of the b& games of the year!” 

G)mputer Game Review 






Or, How to See the Realm on Under 100 HPs a Day 


S ir-Tech’s Crusaders OfTlieDarkSa- 
vonf is a tough game in many ways. 
Typical oflhe Wizardry) series, it has 
an excessive amount of combat, so you 
need to be prepared from the start with the 
best possible team. If at all possible, bring 
your party over from Bane of the Cosmic 
Forge. As noted in my article last month, 
the characters will come in at level 5, and 
retain some of their equipment, including 
such gems as the Muramasa Blade and 
Moly Basher (presuming they had those 
items, of course!). 

If you didn’t play Bane, or have no team 
to bring over, then you must start from 
scratch. The one advantage to this is that 
you can give the members some points in 
the skills of Swimming, Climbing, Map- 
ping, and Diplomacy right from the start. 
Only one person needs Diplomacy, and 
only one requires Mapping, but all charac- 
ters will have to work on Swimming and 
Climbing, which are quite important. 

As to the actual make-up of the parly, 
there is no one “perfect mix.” Different 
combinations work for different people, so 
you will just have to experiment a bit to 
find out what’s best for your style of play. 
In general, classes that have spell abilities 
as well as fighter abilities (Samurai, Lord, 
Valkyrie, etc.) are better than the straight 
fighter type. They go up a little more 
slowly in level but they will be worth the 
wait. 

Ninja are better than thieves any day and 
no party is complete without at least one 
Bishop. Bishops need to be developed 
carefully for maximum effectiveness. Af- 
ter first level, they gain Priest spells on the 
odd levels and Mage spells on the even 
ones. Therefore, it is best to put all the 
Academia points into the appropriate 


magic skill at level gain time to obtain the 
best results. 

This is because the spells offered at level 
gain are tied directly to the score in the 
relevant magic skill. That holds true ['or all 
classes capable of magic. The higher the 
score in Thaumaturgy, Alchemy, Theol- 
ogy, or whatever, the better the spells your 
characters will have to choose from. Never 
stint on putting points into magic skills. 



You should have at least one Fighter, 
Lord, or Valkyrie in the party. Sorry to say, 
most of the good top-drawer stuff is de- 
signed for that trio, with a few things 
thrown in for Bards and Rangers. Neal 
items (not to mention decent armor) for 
Samurai are few and far between. The 
situation is worse for Bishops, Priests, Al- 
chemists, Psionics and Mages, who have 
even less to choose from in the way of 
weapons and annor. All you can do there 
is hope that something usable by those 
classes will turn up from lime to lime. 

The alternative is to bring a character 
along to a certain point, then switch class 
to something else; for instance, switching 


a Priest to a Lord. That will give the char- 
acter access to the belter equipment, al- 
though he or she is back at level one and 
has to be developed all over again in the 
new profession. Still, some players find 
this a good way of working up a powerful 
party, so choose whichever method suits 
your inclinations. 

Speaking of weapons, remember that the 
people in the back ranks can fight, loo. Get 
extended or long-range weapons (quarter- 
staffs, bows, slings, whips) into their 
hands as soon as possible. Spell power is 
going to be pretty limited for some lime, 
and there’s no reason to have half the party 
standing around doing nothing during 
combat. 

One thing you may have problems with 
later in the game is spell failure. Even my 
30+ level mage with 100 Oratory and 100 
Thaumaturgy had 7th level spells fizzle 
out far too often (ditto for other classes). 
You can generally avoid this by having 
several people cast spells at a lower level. 
Two or three Nukes at power level 5 can 
do just as much, if not more, damage than 
one 7th level Nuke. Casting at lower levels 
is also less draining on stamina and spell 
points — an important consideration. 

Once you get into the game proper, you 
will soon find there is much more to be 
done than mere lighting (although combat 
is a major part q[' C rusaders). Many puz- 
zles must be solved, items obtained, and 
NPCs dealt with along the trail to the As- 
tral Dominae. This is the point where peo- 
ple can start running into problems. 

The game’s “open design" allows the 
party to go almost anywhere, provided 
they can handle the hostiles in a particular 
area. Unfortunately, this means that play- 
ers can wander around for a long time, 
gaining character levels, but not progress- 
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"...more like an interactive movie than an arcade game. 
Shareware Update 

"Almost single-handedly justifying the existence of 
shareware..." 

VideoCames & Computer Entertainment 

"The first game technologically capable of... immersing 

the player in a threatening environment." 

Computer Gaming World 


In an act of desperation you 
overpower your cell guard. 
Standing over his fallen body, 
you frantically grab for his 
gun. Deep in the b^y of a 
Nazi dungeon, you' must 
escape — or die tryipgfjk;. 

Experience a 256-color,'Smooth 
scroliing virtual reality 
Hear professionally composed 
music with an AdLib™, Sound 
Blaster™, or compatible 
Four levels of game play ma^e* 
it enjoyable for the novice to 
the experienced player ^ 
Battle with knives, pistols, and 
machine guns 
Easy to start playing, and 
instantly absorbing 


For the cost of shipping and handling, only $4.00, you’ll receive 
Episode One, Escape from Wolfenstein. Or download Episode One 
and pay no shipping and handling. Call the Software Creations BBS 
and check out our FREE Apogee file section. BBS Phone Lines are: 

• (508) 365-2359:240.0 BAUD 

• (508) 368-7036:2400-9600 

• (508) 368-4137:2400-24.4K 

Episodes two through six are sold separately and can be purchased by 
calling Apogee's toll-free number, shown above. 



P.O. Box 476389 
Garland, TX 75047 


SOFTWARE 


Not Recommended for Younger Viewers Due to Realistic Depictions of Violence 

Wolfenstein 3-D requires an IBM or 1 00% compatible computer with 640K RAM, a VGA graphics card, and a hard disk drive. Extended memory (XMS), expanded 
memory (EMS), joystick, and mouse are optional. IBM is a registered trademark of international Business Machines, Inc. Sound Blaster is a registered trademark of 
Creative Labs, Inc. AdLib is a registered trademark of AdLib, Inc. 
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ing ver>' far towards the game’s objective. 
Everything is so spread out among differ- 
ent locations that finding any sort of path 
through the game can be difficult. 

The ultimate goal is the Isle of Crypts. 
You need Wikum’s Boat (complete with 
power globe), the Wand Majestik, the Key 
of Dragons, the Legend Map, the Ciystal 
Map and Vitalia’s Device. If you lack any 
of these items, stay away from the Isle. 
Otherwise, you’ll just be making a lot of 
extra work for yourself running back and 
forth to pick up what you’re missing. Col- 
lect everything first, and life will be a little 
easier in the crypts. 



Probably the best place to start is New 
City. Imports from the “trash Bane” end- 
ing of Wizardry VI and newly-created 
teams start in the vicinity of the town. 
Imports will have to find a way around the 
orchid patch (level 10 or better needed to 
cross safely); new teams can walk right in, 
but do stop off in the beginner dungeon 
first for some experience and explore the 
outdoors for the map kit (to enable auto- 
mapping). 

Not everything will be open to you. The 
T’rang House, Umpani Detache, Con- 
demned Area, and Forbidden Zone must 
wait until later in the game. The Twisted 
Heads Puzzle in the Museum must like- 
wise wait for later. These areas aside, you 
should be able to get in everywhere else. 
Be sure to buy some bananas at the inn and 
check out the statue in the fountain. 

Alter that, you have several choices on 
where to go next. Below is a list of major 
locations with some highlights for each 
place. Areas in parentheses indicate places 
that you should do beforehand, either to 
save lime or because they have items you 
need in the current location. 

Orkogre Castle (New City) — Visit the 
barracks under prison level. Pick up ajar 
of Munk Innards (icky, but you need it 
later; one is enough). You must gel into 
Murkatos’ Sanctums (Outer and Inner); 
the steelplate will help. Talk to the king. 

Munkharama (New City) — Answer 


the Well Riddle. Find your way to the 
Land of Dreams and go through it. The 
pipe and pastille are very important. All of 
the items offered at the end are good; save 
early and check each one out, then restore 
to pick the one you like best. Find the four 
special gems (swimming necessary). 

Hidden Temple (under Munkharama) 
— Explore thoroughly with an eye out for 
wall buttons. Visit (heh) the Lord of the 
Dark Forest (Munk’s Key needed). Be 
sure to enter all the little side rooms. Do 
not enter the pit/lever/grate room until af- 
ter you have taken out Lord DF. Watch out 
for a very nasty trap in the power globe 
room. 

Dane Tower — This is the only stand- 
alone dungeon (nothing needed from out- 
side). Buy two bags of Jonga powder. You 
will have to take out both the Demon and 
Magna Dane; Magna is better done first. 

Ukpyr — Join the Scouts and follow 
orders. Search thoroughly after the attack. 

Rattkin Ruins — (Orkogre, Nyctalinth, 
Sacred Grove) Join Thieves Guild. Stop in 
at Bertie’s and buy the unusual item. In the 
Funhouse, the most difficult puzzle is the 
water slide. The rope/bar must be in place 
before you fiddle with this. Only three 
levers need to be pulled. Visit the Razuka; 
Don Barlone can help with the Con- 
demned Area in New City. 



Nyctalinth — Talk to M’Jenn-Ra twice 
(accept or decline Shritis’ offer as you 
please; be sure to open the chest!). Clear 
out the town. Wake the Savant Guards in 
the cellar. Dig around in the graveyard. 
There are two ways up from the great 
caverns; you must find both. 

Dragon Mountains (Curio Museum, 
Rattkin, Dane Tower) — Can only be en- 
tered at night. Be prepared for *BROM- 
BADEG*. Explore the caves thoroughly. 

City of Sky (Dragon Mountains) — 
Many invisible walls here so get out the 
graph paper and make your own map. Pick 
one item from the museum (after you have 
the Key of Light). The Light Sword is best; 


needs no power packs and does terrific 
damage against killer robots (good as a 
general weapon, too). Take the Crusaders 
test. Save yourself a lot of time; break 
down the second door (Strength 18+ for 
each party member necessary). Search the 
ship completely. 

Witch Cave (Giant Cave, Haunted For- 
est) — Simple matter of rambling through 
and defeating the four evil witches. The 
Giant Cave is south of this one; the forest 
is west of the north road from Gkpyr. Giant 
cave must be done first. Haunted Forest 
must be visited at night. 

Whirlpool Cave (Curio Museum, 
Witch Cave) — The Sphinx Map will tell 
you what needs to be done here. Be sure 
to search carefully and do some swim- 
ming. 

Isle of Crypts — Nasty, nasty place. 
Traps on the upper levels, so go carefully. 
Some can be avoided, others can’t; even- 
tually, you can turn them off as in Dane 
Tower, but it will be awhile. Below crypts 
is the Chamber of Gorrors; there are six 
Gorrors, all optional (the best stuff is in 
those chests). Ra-Sep is the easiest (a true 
wimp); the Beast of 1000 Eyes almost 
impossible (even in “easy” mode). The 
rest are very tough but possible. You must 
find the Jewel Of The Sun here (not in a 
Gorror room). Further down is the infa- 
mous teleporter maze; patience required. 
You want to end up in the Crystal Room, 
where solving the puzzle leads to the final 
level. 

This place is guarded by killer robots, 
who are mean opponents. You must go all 
over the level (every spot) before you can 
enter the Tomb Of The Astral Dominae. 
At this point, assistance is needed to reveal 
the Dominae itself. The party should be at 
its peak, with protections up. If things go 
very badly, use the Elysiad. 

Finally, a word or three about maps. 
These items are important; hidden within 
the elegant language are clues to solving 
several of the puzzles in the game. The 
name of each map indicates what puzzle it 
is needed for: the Temple Map, for exam- 
ple, tells you how to get into the Hidden 
Temple of Munkharama, and the Serpent 
Map how to get into Dragon Mountains. 
Only the Legend Map has no text; it is the 
one map that is physically used (and must, 
therefore, be in your possession). 

Maps are generally found in chests, but 
on occasion, someone else may have got- 
ten there first. In that case you will need to 
use the T rade option when talking to NPCs 
(stationary or wandering) to see if they 
have a map for sale. Maps can be dis- 
carded after they have served their pur- 
pose. Good luck! cGw 
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If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnie® Multi*Player 
Games, you’re playing real people, In real time. Some of 
the best players around the world. (□ Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who’ll 
be back gunning for you. Blast a MechWarrior^ In MultiPlayer 
BattleTech^”, and who knows? Could be that jerk from the 
coast. Could be a mercenary who’s looking for a few good 
friends. □ With GEnie, the possibilities are endless, the 


people are terrific, and even the prices are competitive. So 
put some new life into your joystick, and sign on. We’ll see 
just how good you are. □ Sign up now: I . Set your modem 
for half duplex (local echo) at 300, 1200 or 2400 baud. 
2. Dial toll free — 1-800-638-8369. Upon connection, enter 
HHH 3. At the U # = prompt, enter XTX99327, BLAST 
then press RETURN 4. Have a major credit card or your 
checking account number ready. □ For more information 
in the U.S. or Canada, call 1-800-638-9636. 
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S equels are rarely as good as originals, 
and hybrid games are often less than 
the sum of their parts. Yex,Stctr Control 
II from Accolade not only goes where no 
sequel has gone before, but proves that with 
the right synergy and technology, a sequel 
can be exponentially greater than the sum of 
its parts. Star Control II is as much of a 
sequel to the Starflight series as it is to the 
original Star Control. This should be good 
news to lovers of the award-winning Star- 
jUglu series, since there are no announced 
plans fora third installment to the series and 
Star Control II is the closest one can get to 
the rich, whimsical universe inspired by the 
capricious and irrepressible Greg Johnson. 

Caught in an Ur-Quan-dry 

Although introductor\' fiction is typically 
quite mediocre in computer games, usually 
only read after the game has been played a 
few hours and background information be- 
comes necessar>' to understand the story, this 
is definitely not the case in Star Control II. 
Though the plot is a rehash of many ‘star 
saga’ themes, it is well-written and engag- 
ing. ’fhe story picks up at the end oflhe war 
between the Alliance of Free Stars and the 
Ur-Quan with their Mierarchy of Battle 
Thralls. In 2134, faced with eventual defeat 
at the hands of the I licrarchy. Captain Bur- 
ton led a task force of heavy cruisers on a 
deep recon into previously friendly teiritory. 
Unexpectedly, the group was ambushed by 
an elite force of Androsynth Guardian com- 



bat vessels and the task force was all but 
destroyed. Captain Burton’s ship was badly 
damaged but escaped destruction by creating 
the appearance of burning up in a close fly- 
by of a nearby sun. With the Androsynth 
ships off their tail, the Tobermoon limped to 


TITLE: 
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a nearby system and landed on the planet 
Vella II. I lere the small group of humans 
would spend the next twenty years of their 
lives, marooned and disconnected from the 
events unfolding back at home on Earth. 

The Hierarchy won the war and began to 
systematically destroy or enslave the various 
worlds throughout the known universe. Con- 
quered races were given the choice of fight- 
ing for the Ur-Quan as battle slaves or being 
quarantined on their homeworlds, encased in 
an impenetrable planetary shield. As Bur- 
ton’s crew struggled to survive, their home- 
world was encased by the Ur-Quan. Little 
did the suivivors know, but the planet they 
crashed on contained ancient technology of 
a long vanished race known as the Precur- 
sors. Professor Farnsworth would uncover a 
robotic Precursor starship factor}'. There 
were limited resources and only the skeleton 
of a great starship was able to be built. With 
this starship, twenty years later, the player’s 
chaiacter carries the only hope of freeing 
Earth and defeating the Ur-Quan once and 
for all. 


500 Points of Light 

The known game universe consists of 
3,000 planets in 500 star systems, lavishly 
presented in 256-color VGA graphics (not 
only is VGA a requirement, but a 20Mh/ 
’386 is recommended, as well). Gone are the 
crude patchwork worlds of the Slarjlight 
series. Instead, fractal-generated planets are 
stunningly rendered and the player’s ship 
orbits around them as they revolve. Scattered 
about these planets the player will discover 
20 different alien races with which to inter- 
act. 

Speaking of interaction, the interface is 
elegantly simple, using either a joystick or 
keyboard. All interaction is done in a point 
and click manner. In fact, when playing from 
Joystick, the only time a player needs to 
touch the keyboard is when typing a save 
game name. (It is strongly recommended 
that the player save his game often.) Further, 
with the Starllight tradition behind the de- 
sign team, it should not be surprising that the 
game requires 9.2 MB of disk space to han- 
dle the more than 100,000 words of dialogue 
that enrich the character interaction, as well 
as the graphics. 

The universe may be vast but time is of 
limited quantity. The player starts his/her 
quest in February of2155. It is soon discov- 
ered that the current timeline will lead to 
desli'uction in March of 2159. There is no 
time for a leisurely tour of the star systems. 
It is the players primary goal to systemati- 
cally explore surrounding worlds, make alli- 
ances with other races and ultimately stop 
the aggression ofthe Ur-Quan. 



Horatio Alger 
of the 22nd Century 


The first phase ofthe game can best be 
described as dragging one’s self up out ofthe 
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GET SET TO INTERFACE IN CYBERSPACE! 

Once you have yourself together, dive face first into the 
lively land of Larry! Put together a quick list of your favorite 
games and pastimes, and you'll find yourself in a crowd of 
100's of people just like you! It's instant partytime — 
nationwide! 


Your hosts, 
Passionate Patti 
and 

Leisure Suit Larry. 




THE HOT NEW PLACE TO INTERFACE! 

Your hosts, Leisure Suit Larry ahdf Passionate Patti, are proud to announce the 
opening of the world's first totally adult, totally outrageous on-line 
experience. Now, for less than 60 cents* an hour, you can enjoy LarryLand, . 
the newest addition to The Sierra Network”, the nation's fastest growing 
games-only, on-iine service. And it works with vour PC and modem! 


GET READY FOR A NIGHT ON THE TOWN! 

/ Start your visit to fabulous LarryLand by doing a littie 
"character building." Design your own "on-line persona" 
from a selection of hundreds of heads and facial features, 
then select your evening attire from dozens of possible 
clothing combinations. 


GO CRAZY IN A NEW ON-LINE WORLD! 

You can "check out” anyone on-line with just the click of a 
button, and talking to them is as easy as tappin' the 
keyboard. Talk freely with anyone and everyone - LarryLand 
is a friendly place where fun-loving people get together to 
get friendly. But friendly conversation is only one of the 
many pleasures in LarryLand. 




GAMBLE THE NIGHT AWAY AT OUR CASINO! 

Participate in a game of Poker, Blackjack or other gambling 
games with your new friends from all over town or across the 
U.5.A. Try your luck at the LarryLand slot machines, or play a 
little "truth or dare" in the LarryLand bar. You won't run out of 
things to say or do! It's lots more fun than television! 
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* Rate based on standard TSN membership with LarryLand access. You can access The Sierra Network toll-free in most of 
the continental United States! Must be 18 or older and own a PC and modem. 






One of the first alien races to be encoun- 
tered are the Melnorme Traders. This race, 
like the discovery ofQuasi-space, is vital to 
the successful completion of the game. The 
Mclnomies do not use the currency of the 
player’s race. They pay for information and 
then sell information back to the providers 
ofthis infonnation. The Melnorme are inter- 
ested in the locations of rainbow' worlds and 
data on alien life forms. The player is well 
advised to collect as much data for the Mel- 
norme as possible— there is no way around 
trading information with them. They will 
also sell technology for upgrading both the 
player’s starship and landers. 

Much like that in the Starjlight series, Star 
Control I! has some of the best dialogue ever 
encountered in this genre. The storyline is 
well developed and occasionally takes by- 
ways through the absurd, always with 
tongue-in-cheek. This reviewer enjoys a 
good mix of comedy with his games, but 
must warn gamers new to this game’s uni- 
verse that the humor is sometimes silly and 
broadly drawn (sometimes, even as sopho- 
moric as the bad puns in CGli^s subheads 
and article titles). 

Star Control II has been placed on this 
reviewer’s top ten list of all time. This has 
been one of the most enjoyable games to 
review all year. It is not often that such a 
perfect balance is struck between role play- 
ing, adventure, and action/arcade. Often, 
with this sort of hybrid one of these compo- 
nents is lacking and ends up being a distrac- 
tion, detracting from the overall enjoyment 
ol' the game. With a sequel hinted at in the 
end of the game, this reviewer looks forward 
to more installments w'ith great anticipation. 

CGW 


readers, they need not woriy; there is a Cyber 
setting in the combat menu of Control 
I! that allows the computer to handle all the 
battles. 

Travel between systems is done in Hyper- 
space. Hyperspacc is another dimension that 
transcends normal space. While in Hyper- 
space, the player will not only have to moni- 
tor for other systems, they will have to be on 
the lookout for other ships. A collision with 
another hyperspace pocket will result in an 
encounter, be it friend or foe. Hyperspace 
travel will take the player quite a ways into 
Star Control II. A Starmap is always avail- 
able to the player. The Starmap shows an 
updated display of all systems, spheres of 
intluence ofknown races, and has an autopi- 
lot feature. One need only select a target 
location, press button # 1 , then button #2 and 
one’s ship will proceed to the selected loca- 
tion unless intercepted by another ship. 


gutter of interstellar poverty. Equipped with 
a bare skeleton of a starship and a handful of 
planetary landers, the player must set out and 
prospect new worlds for the raw materials 
needed by Starbase to build new components 
for the .starship. The starship can dock up to 
12 escort vessels to assist in combat when it 
becomes necessary. At lirst the modules arc 
basic (additional landers, thrusters, attitude 
adjusters, etc.), but as new alliances are 
forged, newer ships and modules will be 
produced. 

Once the starship is at a minimum readi- 
ness, the player will want to strike out in 
search of friendly oppressed races waiting 
for a leader to free them from their slaveiy 
status. This stage of the game is best de- 
scribed as the diplomacy phase. Being dip- 
lomatic not only means knowing what words 
to use, it is also knowing when not to mince 
words and rather draw one’s sword. The 
combat system for Star Control II is taken 
directly from Star Control 1 . Gravity and 
inertia are major physical influences placed 
on your ship in battle. Planets and asteroids 
litter the combat area, and it is best to steer 
clear of planets, as collision can severely 
cripple or destroy a ship. Almost all ships 
have a primaiy and a secondary weapon. 
Mastery of these weapons is essential for 
success. 

A separate program is provided for honing 
combat skills. This game, Super Melee, is a 
stand alone program that is executed sepa- 
rately from the Star Control II program. Not 
only will Super Melee allow the player to set 
up different mixes of ships and wage war 
between them, a modem option is provided 
so teams can play head to head in cyber- 
snace. If all this arcade action scares some 


Feclin’ Quasi 


In order to complete the game in the allo- 
cated time, mastery of another dimension 
known as Quasi-space will be necessary. 
There are only two ways to enter Quasi- 
space, one is a technology that will have to 
be discovered in the wreckage of an Ur-Quan 
ship, and the other is a warp nexus to the 
Arilou homework! (those pale E.T.’s with 
the big black eyes that occasionally make the 
evening news in current day Earth; yes, pre- 
sent day E.T.’s are explained in this game). 
This waip nexus will appear as a star in 
Ilyperspace once a month for a period ol' 
three days only. Discover)' of this warp 
nexus and Quasi-space are vital to the game. 
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lunge into 

a chilling ^ 

maze of IL. 

terror where . 

vampires, werewolves 
and zombies prowl the 
dead of night. Confront 
Kairn, whose lethal powers 
flow from the 
murdered family. Will you 
emerge as the 
Or become his final victim? 

Your fate will be sealed within 
the Veil of Darkness. 

Unravel terrifying riddles. 

Fulfiil bone-chilling quests. 

Clash in a deadly face-off with 
the vampire Kairn. 

Live the horror with heart-stopping 
graphics and animation, stunning 
cinematic sequences, haunting music, 
and blood-curdling sound effects. 

Fight for your life In one of three combat 
levels. Use the right weapon to destroy 
each ghoul, werewolf, and zombie. Or die. ■ 

Meet a host of spectral characters whose dark 
secrets reveal more of the mysteiy. 

Sink deep into this gothic nightmare with state- 
of-the-art game play. Immerse yourself with the 
easy-to-use Real Time Visual point-and-click interface. 
Record eveiy step you take with line-of-sight 
auto-mapping and print-out feature. 


For more 
information, 
call SSI at 
408/737-6800. 
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U pon starling a galaxy-spanning ad- 
venture in Star Control 2, the de- 
fault starship can fly and shoot, but 
it doesn’t do either well. So, the initial goal 
is to find efficient ways to improve the 
mother ship’s potential (in other words, 
make it a real "mother"), 'fo make this 
happen, there are two places that have to 
be visited, often'. Earth, orbiting Sol, and 
Alpha Centauri (the super giant 
star nearest to Earth). 

At l-iarth, a starbase circling 
the planet supplies one with 
fuel, crew and manufacturing 
facilities in exchange for miner- 
als; at Alpha Centauri, the Mel- 
norme are alien traders who 
provide fuel, information and 
technology in trade for biologi- 
cal specimens and the locations 
of "rainbow planets." In turn, 
these minerals, biologicals and 
rainbow planets are found by 
exploring the planets circling 
stars, and Sol is a good place to 
start. Mint: don’t try Venus at 
this point; it’ll toast the lander 
within seconds of landing, but 
Mercury has some valuable ore 
deposits that need to be har- 
vested at this point. 

'fhe wise player will use the first miner- 
als brought to the starbase commander to 
purchase a speed improvement for the 
ship. Things happen quickly in this galaxy 
and the faster one can gel from place to 
place, the more lime there will be to pre- 
pare for the coming Ur-Quon Armaged- 
don. Speed also makes ileasieiTo run from 
enemies that one isn’t yet strong enough 
to fight. 

Once the ship is fast, it is necessary to 
enhance the mother ship’s other capabili- 
ties. Increasing the carrying capacity and 
fuel supply enables one to stay out exploi- 
ing longer and hence, accelerate the rate of 
improvements for both the mother ship 
and the star ship. 


Mining for Fun and Profit 

The most productive stars to start with 
are the middle-sized stars, then the smaller 
stars. Planets around the large stars are the 
richest of all, but conditions are usually so 
hostile on the surface that the lander gets 
destroyed before it can gel the goods 
loaded. 


1 fa world has valuable goods — radioac- 
tives or exotics — but is hostile, it is 
possible to profitably pluck off ore depos- 
its by landing, running over a single de- 
posit, then boosting off before the entire 
crew gels killed. As the captain sang in the 
old W/ID magazine musical parody ofiS'/fl^' 
Trek, it’s nice to have "A Crew That’s 
Dispensable" (sung to the tune of "Age of 
Aquarius"). 

In the early stage, gamers will find them- 
selves expending a lot of crew, fuel and 
landers for cargo, but one should not be 
proHigate in this spending. The potential 
crew supply, in particular, is limited be- 
cause there are only 2000 crew available 
on the starbase. Explore the worlds close 
to Sol in order not to use up too much fuel 
or lime. Carefully study the weather, tem- 


perature and tectonics ofthe worlds before 
landing. Pass by those those that are 
greater than Class Three as too hostile. 
The good news is that the crew limitation 
will not last forever. After one solves the 
ShoUxti mystery, unlimited crew reserves 
will open up. 

As soon as a couple of planets worth of 
biologicals are successfully har- 
vested, the next step is to buy tech- 
nology from the Melnorme to in- 
crease the efficiency of planetary 
exploration. One ofthe things they 
sell arc lander improvements so 
one’s lander can resist storm, 
earthquakes, biologicals and heat. 
It is worthwhile to spend all early 
biological cargo on Melnorme 
technology. Once one’s efficiency 
at collecting minerals and biologi- 
cals is improved, it becomes cost 
effective to land on all kinds of 
planets with impunity and then, 
one can afford to buy inlbiTnation. 

During this first phase, it is not 
necessary to interact with any ali- 
ens other than the Melnorme trad- 
ers. Take the lime to lind cargo, 
buy technology and lill out at least 
half the modules on the mother 
ship before moving on to Phase Two — 
alien interaction. 

Getting Help from 
Friends.. .and Enemies 

Once the mother ship is reasonably 
equipped, it’s lime to find out what’s hap- 
pening in the galaxy. To do this, simply 
head Ibr one ofthe dotted circles on the 
Hyperspace star map and lind an alien to 
encounter. Once again, save lime by starl- 
ing with the closer races. 

There is one exception to this "start near" 
rule of thumb: the Spathi, whom players 
are destinted to meet if they are diligent 
about exploring the Solar system, have a 
clue that can lead one to the Arilou. Since 
the Arilou have a tool that can help one 
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move quickly about the galaxy, 
making the Spathi homcworld 
one’s first alien visit can be veiy 
profitable. 

Each alien has an interesting 
story to tell and each story pro- 
vides clues for solving puzzles 
with some other alien race. 
Mence, it is always wise to initiate 
contact with a diplomatic effort, 
even if war is likely. About half 
the races to be encountered start 
out as enemies. They will talk for 
a while, then fight. About half the 
races start out as friends. They 
will talk for a while, then leave, 
unless they are provoked or en- 
gaged in prolonged foot-in- 
mouth choices during interactive 
conversations. 


Encounters with each kind of alien are 
basically of two types: a home world en- 
counter and a non-home world encounter. 
It is easy to tell when it is a home world 
encounter because the screen fills with 
uncounted enemy ships (well . . . not quite 
uncounted, there are 44, but I’ve killed as 
many as fifiy Ilwralhs at their home world 
and they just kept coming, so there are an 
uncounted number waiting off-screen.). 
The stories told by aliens are different 
when they are on their home worlds and 
home worlds are the venues where any 
special events dealing with the race will 
take place. So, visits to the home worlds 
are worthwhile, but combat at a home 
world is virtually useless. If the parley 
erupts into a fight, discretion definitely 
becomes the belter part of valor. Combat 
is more efficacious at non-home world 
encounters. 

Most home worlds, and most unusual 
worlds of every sort, are the innermost 
planets of a star system. When looking for 
something unusual in a star system, start 
with the inner world. 

Fighting for Fun and Profit 

When travelling through hyperspace, it 
doesn’t take long to discover that there are 
other black blobbies traveling there, loo. 
This means that one is free to ir)' "space 


mining" as a way to fill those "hungry" 
cargo bays. Space mining is looting the 
hulks of ships which one encounters and 
destroys in space. Of course, one must 
destroy them before they can be looted. 

This is where tactical-level Star Control 
2 begins. It’s much like the original Star 
Control, but the computer opposition has 
been improved a bit, so hot shots who 
waltzed through the original should be 
prepared for a surprise. These silicon- 
brained boys can fight! 

Fortunately, players who adequately 
equipped their mother ships before ventur- 
ing off into alien space will discover that 
it is their most formidable fighting ship. It 
is wise to plan on sending it into all the 
battles. Gamers also have the option of 
buying more daughter ships during their 
equipping phases. They are a good invest- 
ment, but only after the mother ship is 
performing at an optimal level. Spathi 
daughter ships are the best because they 
hold the most crew. As the game evolves, 
however, players are faced with plenty of 
interesting tradeoffs to consider. 

Dynamos reduce the recovery lime be- 


tween shots. Crew pods give ships 
more damage-absorbing capacity. 
Trackers turn shots into homing 
"missiles," but they take enough 
energy that one cannot shoot as 
often. It is possible to mount weap- 
ons front, aft and sideways, but the 
more guns mounted, the larger the 
amount of energy expended with 
each shot, Conversely, one may 
want to collect cargo instead of 
fighting, so there is a tradeoff be- 
tween having a lean, mean fighting 
machine or one that can bring 
home lots of goods. 

Fortunately, when at Earth Star- 
base, one can exchange modules 
without penalty, so prior to each 
expedition you can outfit to match 
your goals for that excursion. 


Beyond Phase 2: 

Solving the Puzzle 

Once the mother ship is well-outfitted, 
the game’s goal shifts to saving the galaxy. 
This is the "solve the puzzle" part of 
Control 2. Talk to the aliens; listen for 
clues. Shoot up those that are hostile and 
deliver information or items to those that 
are going to become friends and allies for 
Ur-Quon Armageddon. All those fun 
things that are a day in the life of a save- 
the-universe starship captain. But, that’s 
another story, cgw 
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If you've always 
dreamed of ruling 
your own planet, 
then this game's 
for you! 


The quest for ultimate su- 
premacy is endless. Everybody 
craves it, lusts after it, but only 
a few ever really attain it. The 
road to power is a rough one, 
but if you can withsfand the 
opposing forces of evil, the re- 
wards are definitely worth it. 


Power, control, domination... 
what else could a megaloma- 
niac ask for? 


As civilization evolves, so does 
the level of technology. They 
progress at varying speeds, so 
it's not uncommon to see 
armies from various time peri- 
ods battling it out with different 
weapons. It's possible to have 
cavemen battling it out with jet 
fighters, WWII soldiers shoot- 
ing bows and arrows and ro- 
mans firing nuclear missiles! 


megalomaniacs, gather round 
and begin your quest for ultimate control! 
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Three Top Computer Bridge Games 

Inj David E. Lindcman 


I ’m not quite sure how it came to be, but 
Contract Bridge has developed an aura 
similar to that surrounding polo or cro- 
quet — a game played by dilettantes or an 
earlier generation. Even my friends who are 
avid players of games such as Hearts, 
Spades, and Pinochle seem intimidated by 
the complexities of bridge auctions, much to 
the dismay of the American Contract Bridge 
League. Fortunately, there are a number of 
fairly recent computer bridge games to help 
the player work out the kinks in his or her 
bidding before visiting the local bridge club. 
We’ll talk about the lop three: Ovmr Sharif 
On Bridge, Grand Slam Bridge II, and Micro 
Bridge Companion. 

Before i get started, I should point out a 
few things about the review, Bridge is iu'st 
and foremost a game of communications and 
those who play quickly develop a whole 
series of partnership agreements on the 
meaning of certain bids, leads and discards. 
A person with a different set of agreements 
might react differently to the pre-pro- 
grammed bidding and play patterns of the 
games included in this review. 1 consider 
myself an intermediate bridge player and ! 
have written this review presuming a basic 
knowledge of Contract Bridge. I personally 
consider bridge to be the best card game 
going and one of the llnest games of any type 
known to humanity. I heartily encourage 
anyone considering bridge as a hobby to buy 
one of these products, learn the basics, find 
a partner and go visit the local bridge club, 
it’s definitely worth one’s while. 

state of the Art 

The first “big-time” bridge game was the 
original Cybron Software’s Grand Slam 
Bridge, published in 1986 by Electronic 
Arts. It set a standard for appearance and 
playability. GSB supported a variety of bid- 
ding options, simple sound etTecls, and had 
very legible EGA graphics. With selectable 
deal modes to help work on weak spots in the 
player’s bidding and play, it stood on top of 
the pack for live straight years. It was not 
without faults, having not only an unpleasant 
tendency to ignore the selected bidding con- 
ventions at times and a very hard time figur- 


ing out when to unblock suits (playing high 
cards under high cards in the long suit to 
allow one to take evciy possible trick), but 
also lending to ignore the player’s discards. 

The New Breed 

It was a long time coming, but competition 
finally arrived. Each is supported in some 
fashion by a well-known bridge master: 
Grand Slam Bridge II has practice hands 
from Mike Lawrence, Micro Bridge Com- 
panion has hands by Alfred Sheinwold, and 
Omar Sharif on Bridge has the name of 
Omar Sharif. The question, of course, is 
which plays like it? 

Omar Sharif On Bridge 

Omar Sharif, besides being a well-known 
actor, is a bridge master of no small accom- 
plishment. It is quite possible that one’s local 
paper carries the bridge column that he co- 
authors. Unfortunately, beseems to have had 
little else to do with the game that bears his 
name. The game, written by Chris Emsen 
and published by Interplay, is visually at- 
tractive and features Mr. Sharif’s digitized 
voice announcing dealers, contracts and 
leads. 

The opening menu is very simple: select a 
play mode (random, manual, or saved) and 
begin playing. Scoring is done as rubber 
bridge, which is to say that every time the 
player selects "play," he plays hands until 
one side scores two games. Each player can 
be human or computer, 'fhe game uses pull- 
down menus and hot keys, and provides 
hints upon request. 

Trouble begins during bidding. The man- 
ual describes opening bids up to 1 notrump, 




TITLE: 

Onvir Sli.irif On Bridgf 

SYSTEM; 

IB, M IMS-OOS & Windows) 

I’iOCL; 

S4').<J5 

ITfSIGNERS: 

CP Sc>iuv.ue & Thom, IS Oin kcT 

nUiil.(SH£R; 

InlL'rfil.iy 


Irvinu, CA 


using strong notrump (16-18) and recom- 
mending five card majors for I -level open- 
ings in major suits. It also describes initial 
responses, the Stayman convention for 1 
notrump responses and the Blackwood con- 
vention to ask for aces. It doesn’t describe 
the Blackwood convention asking for kings, 
the Gerber convention for aces when playing 
notrump hands or much of anything else 
about its basic philosophy, Nor docs it say if 
it plays strong or weak 2 openings, strong or 
weak jump overcalls, or if it understands cue 
bids. Further, its bidding is set in stone. No 
options can be configured, so if (for exam- 
ple) the player wants to use the popular 
two-over-onc bidding style, he is just plain 
out of luck. Alter some experimentation, I 
can answer these questions, but I found it 
extremely irritating to have to conform to 
someone else’s bidding style in order to 
reach sensible contracts. 

Equally disturbing, it does not play a vety' 
good game of bridge. Like the first edition 
ci\'GrandSlam Bridge, it ignores lead-direct- 


Paac 42 


Compiiler Gciming IVorkl 




“0itcl)a(liagon? 


Here’s what the experts are 
saying about Eric the Unready. 

"A comedy adventure fall of 
whimsy and wonder" 

— Computer Gaming World 

"Eric is flat-out funny. There's 
comedy for everyone and a 
f^ood quest to hoot." 

— Computer Game Review 

"A wonderfully hilarious 
adventure" 

— Game Bytes Magazine 

Eric the Unready established 
his reputation by impaling his 
instructor during jousting 
class. Then, when Princess 
Lorealle the Worthy is kid- 
napped. Eric begins a madcap 
quest through this hilarious 
fantasy world packed with 
dragons and dwarves, wizards, 
unicorns, and the most fear- 
some beasts of all, the dreaded 
Attack Turtles. 

Every player will find at least 
one favorite movie, TV show 
or adventure game that has 
been struck by Bob Bates’ 
pen! From the award-winning 
■dulhor oiTlMEQUEST. 


“More fun than a barrel of monkeys!” 

Guywood Threepbrush 


Breathtaking fantasy art! 
256-color VGA 
Awesome sound track 
New menu-driven system 
for conversing with 
characters 

Intriguing mix of inter- 
faces creates a constantly 
changing graphical scene 



WILEGEND 

# ENTERTAINMENT COMPANY 

14200 Park Meadov.^ Drive 
Chantilly, VA 22021 
Distributed by Accolade, Inc. 

To order, visit your local retailer or call 1 -800-245-7744 
© 1993 Legend Entertainment Company. 

ERIC THE UNREADY is a trademark of Legend 
Entertainment Company. 

ALL RIGHTS RESERVED. Actual VGA graphics shown. 
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ing discards, it may also ignore altitude sig- 
nals, shows no sign of following count, and 
seems to ignore the dummy’s hand when 
considering leads on defense. When playing 
solitaire and one’s computer player is the 
declarer, it offers the player the chance to 
play both sides rather than watching Ihc 
computer play. Unless one is looking for 
ideas on how to approach a hand, it’s a good 
idea to try it oneself. During play, the game 
allows the player to lake back cards, which 
is very helpful when one is searching for that 
perfect line of play. The game never plays 
any of the player’s cards for him, even when 
he has only one card left in the suit lead. 

The documentation, like the game, is 
physically attractive but lacking in depth. It 
covers every menu and feature but fails to 
give much explanation of any of it. For in- 
stance, the section on manual mode hand 
construction says that the player may assign 
cards to a hand by first selecting the player, 
then selecting the card. It does not explain 
that one may move a mis-assigned card in 
the same fashion. This is the sort of single 
sentence that distinguishes good documen- 
tation from that written by a programmer (as 
a programmer, 1 feel justified in making that 
statement). Funher, it has no section on play 
at all, leaving one to discover by trial-and- 
error what its standard leads are. At 23 pages, 
this manual is the shortest of the three and it 
shows. 

Omar Sharif on Bridge also comes with 1 0 
tutorial hands, each designed to illustrate 
some specific part of bridge bidding and 
play. When in tutorial mode, the game will 
only accept the “correct” pre-programmed 
bids and card plays. These hands cover basic 
principles and will be of more use to begin- 
ning bridge players than to those who are 
already familiar with standard play. 

Tennis, Anyone? 

Grand Slam Bridge II{GSB2) is Cybron’s 
update to its 1 986 classic. It supports music 
(wilh selectable songs in the style of Soli- 
taire’s Journey) and basic VGA graphics. 
Like the original, it has settings files (called 
profiles) to allow multiple people to share 
the same game while still using their favorite 
conventions. The graphics are an attractive, 
if not spectacular, representation of a bridge 
table, with hands holding the cards so that 
only the current player’s cards are visible. 
The music is very pleasant. Selectable bid- 
ding options provide support for cue bids, 
weak 2 bids, 4 and 5 card major suits, Jacoby 
transfers, unusual notrump, and the gam- 
bling 3 notrump bid. 

Rather than an opening menu, the game 
goes straight from the title screen and shuf- 
fling animation to a dealt hand. This is a little 
confusing, because if the player wants to 
assign specilic cards or hand constructions 
to one or more players, one must do the 
assignments and then select “redeal” to gel 


the hand just specified. GSB2 will score rub- 
ber bridge or single hands, which is much 
more convenient when one is assigning 
cards. 



TITIE: 

Grand Slam Bridge II 

SYSTEM: 

IBM 

PRICE; 

$49.95 

DESIGNERS; 

Gerry Rempel. Hanno Lemke 

PUBLISHER; 

Electronic Arts 


Menlo Park. CA 


Despite the improved graphics and music, 
GSB2 should be considered an evolutionary 
rather than revolutionary product. It plays 
better than its predecessor, but still ignores 
the dummy and most attitude signals. The 
interface is slightly different, as well. During 
play, the mouse pointer is positioned in the 
middle of the suit led, or in the middle of the 
player’s cards if one is void in the led suit. 
This is probably a handy feature for those 
without a mouse, but winds up forcing one 
to manually reposition the mouse on the pad 
every so often. Also, there are still those 
hands where one wanders about trying to 
figure out how to get GSB2 to bid the con- 
tract one thinks is right. 

GSB2 is designed to coexist wilh a com- 
panion product called Mike Lawrence 
Bridge Dealer, which will be sold sepa- 
rately. The manual hand setup feature that is 
built into the game is functional, but not as 
simple as the graphic click-on-a-card 
scheme used by Omar Sharif On Bridge. 
GSB2 also has a feature that allows the 



player to describe hands based on shape, 
points, controls, quick tricks, or losers, 
which is useful for practicing trouble areas 
in one’s bidding and/or play. There isn’t 
much hint in the brief plug as to what the 
Mike Lawrence Bridge Dealer will do. 

The documentation is good. Besides cov- 
ering the menu options and including cute 
entry names like “bellying up to the menu 
bar,” it doesn’t cover the game’s response to 
card play, but does a fairly good job explain- 
ing how the game interprets the bidding op- 
tions. It includes illustrations and a 
reasonably detailed summary of bridge bid- 
ding and play. 

GSB2 also comes with tutorial hands, 
which it calls samples. Sample hands are bid 
and played like regular hands except that a 
commentary provided with the hand is avail- 
able. As with Omar Sharif on Bridge, the 
samples cover basic principles. 

But a Great Personality 

Last but not least, there is I990’s Micro 
Bridge Companion by Thomas Throop, pub- 
lished by Great Game Products. Never 
heard of that company? Neither had I, but I 
intend to go find their catalog. MSC isn’t the 
prettiest face, but is a dam fine bridge pro- 
gram. The graphics are EGA (clean and at- 
tractive, but still quite simple). There is no 
sound of any kind, and the documentation is 
clean but simple. 

On the other hand, it is the most complete 
product in terms of features. It has support 
for a wide range of bidding conventions. Its 
basic conventions are strong 1 notrump, 5 
card majors, strong opening 2-bids, Stay- 
man, Blackwood, unusual 2 nolrump, and 4 
notrump over a 1 or 2 notrump open to invite 
a 6 notrump slam. Optional conventions in- 
clude forcing 1 notrump, weak opening 2- 
bids, weak jump overcalls and negative 
doubles. MBC has three other unique fea- 
tures. The first is a hand-evaluation hot key 
to give a quick summary of how MBC evalu- 
ates hands. The second is a hotkey that gives 
MBC's current evaluation of each player’s 
hand based on the bidding so far, a very nice 
feature which allows the player to interac- 
tively adjust his bid until he can tell the 
program what he wants to. 

The third unique feature, and my personal 
favorite, is a hot-key that summons the 
game’s bidding flowcharts. MBC comes 
with a complete set of flowcharts that show 
how it makes each decision in bidding. This 
eliminates the guesswork from bidding with 
the computer partner. Did your partner make 
a bid you didn’t understand? One can ask 
MBC for its current hand evaluation based 
on the bidding, and see what lie one told with 
the last bid. Unsure how to describe the 
hand? Call up the flowchart and see how 
MBC would make its decisions. 

Playing is very satisfying. MBC will allow 
one to play single hands or matches of four 
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DO YOU HAVE WHAT IT TAKES TO EULFILL 



You Have Only 
3 Days . . . 

The Kingdom of the Blue 
Rocks is in peril. The Great 
Eclipse will come in 3 days 
and the evil wizard Kraal has 
plans to take over. Prophecy 
proclaims that Ween can 
save the kingdom if he can 
find the missing pieces of 
the Revuss of Time. 


For IBM PCs. 

HINT BOOK AVAILABLEI 


Yoti tifill journey throng) strange lands, 
and cross oceans tojiUjill the prophecy. 


The Evil Kraal 


The Wiseman Ohkram 


There are fearsome momters and a 
some puzzles to battle and beat. 


Excellence in 
Innovative Gaming. 


SIERRA^ 


Available at a software retailer 


near you or call: 1 (800) 326-6654 

Circle Reader Service H95 

lark nf Sierra nn-I ine. Inr. 


The Prophecy pulls you into a 
magical, sometimes frighten- 
ing adventure where you'll 
encounter extremely challen- 
ging puzzles, fast-paced sce- 
narios, and a menagerie of 
bats, rats, gargoyles, humor- 
ous sidekicks, and wicked 
wizards. The no-typing 
interface is the only easy part 
of this game. It has a 
European style of romance, 
danger and old world lan- 
guage, combined with bril- 
liant VGA video-like charac- 
ter action and an exciting 
soundtrack. 




TITLE; 
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SYSTEM: 
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PUBLISHER: 
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or more hands. Ii scores using the IMP point 
system, which is used for duplicate matches. 


In duplicate bridge, a player's score is based 
nil the dilTerence between how he and his 
partner performed on a hand and the way 
other partners playing N-S performed. For 
this purpose, the com|xiter rebids and re- 
plays every hand aftci' the playci- does, and 
compares the scores. If. for example, one 
plays 4H not vulnerable, making 4 for 420 
points and the computer plays 3 notrump 
nuiki ng 4 for 430, one' s score in I M Ps woul d 
be based on the difference. -10. which is 0 
IMPs. Which is to say that the player's per- 
formance has to be substantially different 
than the computer’s for anyone to score 
points. 



MBC also has a monthly competition fea- 
ture. When this is selected, one plays 8 hands 
of duplicate, first with the computer as part- 
ner and then watching the computer play, 
with all of the ‘'take back” bids and "reveal 
cards" features disabled. The final score in 


imp’s is then given along with a verification 
number, which one can send into Great 
Games Products. The highest scores each 
month, the manual says, will be given credits 
towai'ds purchase of other GGP pi'oducts. 
The player is also given the numbers of the 
hands he played, so that he can go back later 
and llgure out how to handle that horrible 
trump split in the 4lh board. 

So What’s the Scoop? 

For the purpose of comparison. I wrote 
down a couple of hiinds and played them in 
all three games. The results were interesting. 
Despite different bidding paths, the end con- 
tracts were usually quite close. There were 
wide differences in the play, however. Over- 
all. I felt that MBC played more consistent 
bridge, but each game had strengths and 
weaknesses. 1 would not recommend Omar 
Sharif on Bridge, but the choice between 
GSB2 and MBC is more complex. If one 
plays duplicate or is thinking about it. I'm 
confident that MBC will be the superior 
product. If one is strictly a lubber bridge 
player and might find the lack of graphics 
and sound disturbing, one may be happier 
with GSB2. As an intermediate bridge 
player, I would recommend MBC to my 
bridge-playing friends and sometimes part- 
ners. but I think most people would tlnd 
either enjoyable, cgw 



THE HEXT EMPIRE 

...the only game that sends you 
fabulously detailed maps like 
this one, showing your fleet's 
sensor t^ews every turn ...along 
with clear, complete stats on 
each starship you design, build, 
and maneuver Individually \is\ng 
up to 21 different onboard 
systems. ..plus status 
reports on star- 
bases, probes and 
asteroids you 
control ! 

The Next Empire 
is a completely 
computer-moderated 
game, over 6 years 
in the making. 

Each universe Is 
a un/gue, complex 
gaming environ- 
ment populated with 21 alien 
players Itching to blow the hulls 
off anyone who gets In their wayl 

• $7.50 per turn; no hidden fees 
or double turns 

• fast game (two weeks per turn) or 
slow game (three weeks per turn) 

• clear, concise rules; our complexity 
comes from your gaming freedom 

• FREE SET-UP AND RULES! 
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IN 0 matter what computer football game you’ve 
played (or even if you haven’t played any), you’ll find 
nothing compares to the total pro-football experience 
of Front Page SportF' Football 
From drafting teams to forming leagues to designing 
plays and running the action, only Front Page Sports^ 
FootballWtis it all. And now you can get $8.00 just 
for treating yourself to the the best. Here’s how: 

1 . Buy a copy of Front Page Sports'" Football 
from your local retailer. 

2. Fill out the coupon below and send it and 
your original purchase receipt to us. 

3. We’ll send you a check for $8.00. 

4. Enjoy the best computer football season 
you’ve ever had. 



. . the best animation i’vc seen hi a 
football game. . . The action is fluiel and 
easy lo control. . . There is no better foot' 
ball game on the market!" 

-Computer Game Review 


"In play creation and editing. From Page 
Sports' ' Football can’t be touched... tlse 
game that brin^ eveiyihing to the field. . . ” 

-PC Games Magazine 


Q Yes! Send me a check for $8.00. Here’s my coupon and my original 
sales receipt for Front Page Sports'" Football. 


Address _ 


City State Zip 

Daytime Phone 

I 'I'erms & CoiKiiiions: I.) This ofFcr is valid only for Front Page Sporn" Football games purchasal I 
I bawccii Feb. 15. 199.5, and June 30, 1993. 2.) This older noi valid with any oilier coupons or promo- I 
■ lions. 3.) One rebate per hoiisi'hold. 4.) I'liis oiler expire.s July 10, 1993. 5). Mail dii.s coupon and ■ 
I )’our original Front Page Sports " Football sale.s receipt as proof of purciiase to; Fooiball llebate Ofler, I 
* Sierra ok-Line, I’.O. Box 485, Coarscgold, CA 936H. Olfer #368 • 

I 1 I 


“. . . one of the most visually stunning and 
realistic simulations of the sport. ..It is a 
rare example of a football ?^ame that will 
appeal to evoyonc, font tbe casual 
arcade player to the die-hard rotisserie 
league fanatic. ” 

— VideoGames &: Computer 
Entertainment 


Excellence in 
Sports Simulation. 


EDyns^miyc 

^ PART OF THE SIERRA FAMILY 







Wallace Poidter is an employee ofhw- 
casArts Games. Though CGW does not 
usually tap writers jrom the ranks of those 
who work within the entertainment soft- 
ware industry’, we make an exception with 
Wallace because of the scope of his knowl- 
edge of professional sports and the fact 
that LiicasArts does not publish computer 
sports simulations. 

A h, football, the game invented by 
the colonies because rugby was too 
tough for them. And just to confuse 
everyone it was called "football" because 
the players used their hands to carry and 
throw the ball. As different as football is 
to rugby, so to each other are the latest 
three football games to grace CGW Sta- 
dium. 

Front Page Sports Football 

Week 14 of the season. Playoff spots are 
still up for grabs. In the South Division, 
Atlanta and Miami are tied at 14-14 in the 
final quarter. In the North East division, 
Philadelphia is comfortably ahead of New 
England 27-3 and here, out West, Ana- 
heim trails Seattle 24-21 with only 3 min- 
utes to go in the game. Anaheim is at 
Seattle’s 35 yard line 2nd and 2. Time for 
the new play from the Coach. Pro Set 
backfield, Turner in motion from left to 
right. The snap from Hoilon taken by the 
QB Oates. Oates hands off to Burrows 
sweeping right with the Left Guard and 
Tackle pulling in front of the play. Bur- 
rows hands off to Turner coming back 
toward him for a reverse and Turner gets 
buried by Oliver, the Free Safety, who 
didn’t buy the play for a moment. Loss of 


6 yards on the play. Back to the drawing 
board for the Coach and his new plays. 

Front Page Sports Football represents 
the first foray into sports by the Dynamix, 
part of the Sierra stable. A better debut 
would be harder to imagine. Admittedly, 1 
approached this product with some appre- 
hension. Nor was 1 mollified by the fol- 
lowing quote: “Our intention was to create 
the most complete, the most realistic foot- 
ball simulation ever made for the personal 



computer.” Rather than trying to excel in 
one area of a product, whether it be action, 
stats, simulation etc., on a first time effort, 
Dynamix was putting in everything and 
the kitchen sink. However, I Jumped in 
with both feet and took advantage of the 
“Quickstarl” option. First impressions 
were very favorable, as the player controls 
were logically defined, the graphics 
smooth (if a little slow), and, most impor- 
tantly, the computer A1 and randomness 
factors appeared to be well thought out. 



Front Page Sports Football has two 
modes of play: Playcalling and Action. 
Within each are three levels of difficulty: 
Basic, Standard and Advanced. The Play- 
call mode determines the screen display 
for each play. Basic mode lists the play 
type by name (run left, run right, etc.), 
Standard mode shows a diagram of the 
play, while Advanced mode uses only a 
number code to identify the plays. In the 
Action mode, the Basic setting is coaching 
only, Standard allows the gamer to lake 
control of a player from the computer, and 
Advanced requires one to do almost 
everything. Simple and effective, yet the 
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P.Uot your golden ^rship into ajm 
ing outer space battle simulation. 


Advanced video-capture makesHhis 
an interactive motittn picture. 


Take oh.spdce-age Spanish Conquist- 
a^orswit/i swords andphasers. 


On^of Ae oldest hiysteries known to mankind 
is how the future of computer gaming. 

* Set out oh a rhysfic mission across^space and Eiinc..iii cbjs^high-powered 




combination of complex puzzic-solving, mythical role-playing, and outer 
space battle simulation. You are the champion of the lost Inca empire, 
rocketing across galaxies, battling space age Conquistadors, and unraveling 
intricate and ancient mysteries. 

Stunning simulation technology lets you soar through winding canyons, 
hostile star systems, and lost ruins. 

This is an epic adventure that catapults you through space and time. Inca 
is iui interactive motion picture where cultures clash and legends live. For 
IBM PCs. Also available on CD-ROM. Circle Reader Service #97 
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option allows any style of football game 
fan to enjoy the product. My personal prel- 
erence was to leave the game in Standard 
dirficulty on both modes. 

Once into the game, the graphics are 
very impressive. In the past, collision de- 
tection in football games has been hap- 
hazard at best. Usually the graphic 
depiction wouldjump from two characters 
approaching each other, to the two charac- 
ters lying on the ground. Again, not the 
case in Front Page Foolhall. The game 
claims over 8000 frames of rotoscoped 
animation and it certainly seems that way. 
The players react in realistic ways and the 
tackles, blocks, catches and runs seem 
natural. 

Once into league mode, Front Page 
Football continues to shine. Multiple 
league configurations, stadium and sur- 
face options (finally we can outlaw Astro- 
turf from the league), trading, college draft 
and team statistics arc just some ol' the 
components available. Dynamix really did 
put everything they could think of into this 
product. It is possible that ever}' single stat 
categoty, some 300, that a sports fan could 
ever wish for is in this game. 

Yet, the play possibilities, stats and 
graphics are secondary to the real break- 
through that Front Page Football has 
made. Now, finally, there is a game with a 
play editor which allows the user to craft 
any and all plays that they wish. As an 
armchair Bill Walsh, more than anything 
else, 1 want the ability to diagram my own 
plays. Both offensive and defensive plays 
can be crafted in the Front Page Sports 
Football play editor. 

More than any other part of the product, 

I have spent the most time crafting defen- 
sive scheme after defensive scheme. 
Blitzes, stunts, multiple coverages can all 
be tried. The editor also offers the ability 
to practice the play against dilTerent of- 
fenses. Again, the Dynamix crew has re- 
sisted the temptation to lake the easy out. 
If I set up a free safety blitz against a 
medium pass, 1 get a multitude of out- 
comes. Two QB sacks, two completed 
passes for a first down and most impres- 
sively of ail, a QB scramble for a first 
down when a running lane opened up for 
the QB and all receivers were covered 
downfield. 

Now, before I gush too much, there are 
a number of nagging problems. With a 
386/33 and 2 megsof R.AM, the animation 
speed was.v/ou’. More importantly the pro- 
gram lakes forever to simulate a single 
game and simulating an entire weekly 
schedule is terribly slow. The manual, 
while a complete looking 120 pages and 
full of tutorials and reference material, 
could actually use more information and 
more diagrams. i-Iowever with a little bit 
of fine tuning {Front Page Sports Football 


9i?), Front Page Football will be a con- 
tender for best Sports game on the market. 
It already has the award for the best foot- 
ball game on the first attempt. 

'fo quote from the Designer’s Notes in 
the manual. “We Ibund ourselves wanting 
to play computer football, but we wanted 
the best: one sports game that had it all — 
action, stats, management, seasons — 
evei^thing. We couldn’t find it. We 
decided to build it.” Normally one could 
dismiss such a statement as a bunch of 
hype. Not this time. Patrick Cook and crew 
built it — the Super Bowl of Football 
Simulations. 

Tom Landry Strategy Football 

Harly in the first quarter. Mousion has the 
ball at their own 45, 2nd and 8 yards to go. 
Time for some defensive strategy help 
from 'fom l.andry. A nickel defense is 
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suggested with a double team on the top 
receiver. The snap, the Quarterback fades 
back and launches the ball to the Wide 
Receiver running a Fly pattern down the 
lell sideline, 'fhe receiver is triple covered 
and the ball falls incomplete. Flag on the 
play. Defensive pass interference against 
San Francisco, 1st and 10 Flouston at the 
San Francisco 30 yard line. 

I found Tom Landry an interesting 
choice for a licensed product. While his 
accomplishments are many and his 1990 
Flail of Fame induction richly deserved, 
there was a definite sense that the game 
had passed him by in his final few years in 


Dallas. Of course 1 may be a little biased. 
The 1981 NFC Championship game be- 
tween Dallas and San Francisco w'as my 
first real taste of football and the game was 
against the “haled” Cowboys. 

F'irsl impressions are very positive as a 
pleasant introduction leads into the best 
sports game interface I have ever seen. 
This interface is the model of simplicity 
and the screen “feels” completely unclut- 
tered, yet all the information needed to 
select a play is depicted. More importantly 
the interface is completely logical, allow- 
ing for the setting of formation, coverage, 
shift, blitz, double teaming and primaiy 
receiver. What’s really incredible is that 
those choices are just the defense. The 
offensive side allows for five different 
categories of plays, three different lengths 
of pass, play action and primary receiver. 
All of course pretty standard in a football 
product, but the effective use of “buttons” 
makes the choices effortless. 



Once a play is selected, the play is shown 
in a side view, 'fhe player animations, 
while not stale of the art, are more than 
adequate for the job. More than one user 
has commented on play representations 
that show a defender virtually stride for 
stride with an offensive player but making 
no effort to tackle. While this seems a 
visual graphic problem rather than an A1 
problem, it does look somewhat strange. 

'fhe computer A1 is smart enough to pick 
out secondary receivers, but will occasion- 
ally force the ball into coverage. No con- 
trol of individual players is available, as 
this is first and foremost a coaching chal- 
lenge. To emphasize the coaching aspect 
of the product, a Scenario Editor is in- 
cluded which allows the setting up of spe- 
cific situations. One memorable situation 
1 set up was San Francisco trailing by 4 
points against Pittsburgh with 2 minutes 
left in the game and San Francisco at the 
50 yard line. San Francisco marched me- 
thodically down the field taking little time 
off the clock only to be picked off at the 5 
yard line on a Corner Back interception. 
Flowevcr with strategic use of lime outs 
and a superb defensive efibrt I was able to 
hold Pittsburgh to 3 downs and out. With 
under a minute to go, an all out attack was 
made on the subsequent punt. San Fran- 
cisco blocked the punt, the ball being 
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picked up by the punier, who then scooted 
down the side line (or a Pittsburgh 1st 
down. Argh! Whether lliat could happen 
in real life is debatable but as a game 
experience it provided a great set of'highs 
and lows. 

Tom Landiy Strafeg)> Football also con- 
tains a number of “chrome” features. The 
most obvious and enjoyable is the help one 
can receive from 'fom Landry himself 
Here Landry’s Hall of Fame knowledge 
and abilities come to the fore and even the 
most experienced armchair general will 
learn new strategies from the Coach. It is 
very noticeable that today’s coaches have 
trouble managing the clock effectively. 
Tom Lanchy also adds this option along 
with weather, scouting and substitutions. 

The 40+ page manual, while well laid 
out, could use a lot more diagrams and 
information. An improved league system 
and more plays would enhance this prod- 
uct even more. Specifically the lack of 
corner and safety blitzes limits the defen- 
sive options. 

As noted in the manual. Kerry Balts first 
conceived, designed and programmed the 
game as a project for his Masters. While 
occasionally the coaching aspects out- 
shine the game aspects, this is an excellent 
educational tool as well as an enjoyable 
game. The simple yet sophisticated inter- 
face is easy to grasp, yet contains all the 
information needed. While the more expe- 
rienced gamer may wish for more, this is 
the perfect package for teaching the rudi- 
ments of football (both real life and com- 
puter). Score this one a pre-season 
touchdown. 

NFL Video Pro 

Week I of the NFL season, Green Bay 
verses Houston. Green Bay Quarterback 
Dan Fouts goes back to pass and throws 
left handed over the middle to Gary An- 
derson who picks up the first down. 

“When is a door not a door?” the old 
saying goes. When is a football game not 
a football game? — when it is a multime- 
dia enlcitainment experience. First im- 
pressions are not particularly positive. The 
blurred box cover is an accurate repre- 
sentation of the video quality and the box 
copy is ambiguous at best. Checking out 
the Team Player Rosters, a graphic foot- 
ball card is displayed when clicking on a 
player. Regardless of the team the same 
photo is used — usually a San Diego 
Charger from the early 80s. In fact, once 
one gets into the game, this Charger fasci- 
nation becomes a real problem. While this 
product may be using “film footage from 
the NFL Films archives,” this seems to 
consistently translate into games between 
the Chargers and the Raiders from the 
early 80s. The QBs are obviously Dan 
Fouts and Jim Plunkett, and Raiders such 



as Marcus Allen and the Charger’s Gary 
Anderson are easily recognized. 

This is particularly frustrating because 
this was a phenomenal idea. “Let’s do a 
football game and use real NFL footage to 
represent the plays.” That’s a superb idea. 
1 can only assume that part way into the 
project, reality set in. The game is 22 
megs, yet the number of video clips seems 
limited. As mentioned in the notes, ‘WFZ, 
Video Pro is the first multi-media sports 
game... that docs not require a CD-Rom 
drive,” the problem being that it obviously 
does require a CD-ROM to store all the 
video clips needed to make this a quality 
product. 



Once in the Video Studio, 14 screens 
carry the action of eveiy game being 
played. Three other choices are available 
on the Video Studio Screen. The newspa- 
per button pauses the games and allows 
rosier changes, viewing of league stats, 
etc. The stats button shows the stats of the 
current highlighted game, and the Stadium 
button takes the player into the stadium of 


the currently highlighted game where he 
or she can lake charge of the home team. 

Once in the Stadium, there are six basic 
offensive and six basic defensive align- 
ments that can be set. Within those align- 
ments are numerous individual play 
patterns. While the interface is easy to use 
and logical, its “look” is rather gaudy. 
Once chosen, the play is then depicted in 
video — which brings us to the central 
component of NFL Video Pro: the video 
itself 

A note from the creators is ominous. 
“The video used to depict the outcome is 
the CPU’s best approximation of what ac- 
tually occurred. We have stretched the 
available video as far as possible using 
several techniques such as real time film 
splicing and Hipping, however there are 
situations where the video is somewhat 
inconsistent with the actual event.” 
“Somewhat inconsistent” is definitely in 
the running for understatement of the year. 
A play up the middle has the running back 
bursting through the line and tackled by 
linebackers. Result? A one yard loss! Or 
the hand off goes to one running back and 
immediately cuts to another completely 
different running back. Or one sees a suc- 
cessful video completion in the endzone 
when the play is actually a completion at 
the 30 yard line. The “Hipping” mentioned 
also results in players numbers being 
backward and Quarterbacks throwing 
right handed in one quarter and left handed 
in the next. 

Somewhat inconsistent? It’s a joke. 

The biggest question to ask of this prod- 
uct is “Why?” There is no game to speak 
of, and no challenge. Again to quote the 
manual, “and you get the real experience 
of multimedia entertainment.” 

As another old saying goes, “Come the 
revolution, the lawyers will be the first 
against the wall.” Hopefully whoever 
came up with the term “multimedia” will 
be a close second. Multimedia is a word 
that attempts to convey the merging of a 
number of good ideas and technologies 
into a cohesive product and meaning. It is 
a banal, ineffective temi that conveys vir- 
tually no meaning whatsoever to the aver- 
age consumer. NFL Video Pro and 
multimedia were made for each other. 

Post Game Show 

As 1 noted at the beginning of this piece, 
three products that are so very different; 
NFL Video Pro is instantly forgettable, 
Tom Landry Strategy’ Football is the best 
football teaching product on the market 
and an excellent start for the new 
spoiVfoolball fan, and Front Page Sports 
Football is one of the top product releases 
of 1992, Only MicroProse’s World Cir- 
cuit can challenge it for the title “Sports 
Game of the Year.” cew 
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R ecreationologisls — those scientists 
who study and explore the origins 
of humanity’s most classic and be- 
loved pastimes — have managed to trace 
the earliest form oflhe Monopoly game as 
far back as the year 7000 BC. Up until that 
lime, pure survival had been the only issue 
on the human mind. This, however, led 
one ambitious individual to adapt “sur- 
vival” into history’s first role-playing 
game — now thought to have been called 
“Hunter-Gatherization.” As the game en- 
joyed rapid popularity, food and shelter 
became scarce as real-life survival became 
secondary in importance to this new con- 
cept of recreation. With the introduction 
of the inevitable “Hunter-Gatherization 
2,” players were challenged not only with 
their own survival, but also with providing 
shelter for someone else — after charging 
a considerable sum, or “rent,” for doing so. 
From this early design, we may easily see 
how Monopoly continued to evolve so that 
even Plato is said to have played the game 
on a map of an Atlantis city. 

Okay, all kidding aside. Almost every- 
one knows the real stoiy. With the icy 
fingers of economic depression clasped 
tightly at its throat, 1930’s America 
yearned, once again, for the feel of money 
in its hands. It can hardly be surprising, 
therefore, that Monopoly, the work of an 
unemployed heating engineer, should 
have proved such an instant success. We 
can easily picture depression-era players 
as they amassed simulated wealth, traded 



propeilies with over-mortgaged oppo- 
nents and readied deadly traps whose poi- 
son-tipped barbs took on the innocuous 
appearance of houses and hotels. While 
the game’s initial success may not be dif- 
ficult to comprehend, it is somewhat as- 
tounding to note the enthusiasm with 
which Monopoly has been embraced by 
later generations of game-players, includ- 
ing the baby-boomers, for whom wealth 
has olten been no mere fantasy. 

With our economic future once again in 
doubt. Monopoly is, not surprisingly, do- 
ing as well as ever. A series of spin-off 
products intended for younger players 
have appeared on the market, as well as the 
latest attempt to establish the game on the 
personal computer. In Monopoly Deluxe 
(MD), one can customize the rules to allow 
a huge variety of popular, yet unofficial, 
options. But what will probably draw the 
most attention, are the extensive sound 
effects and animations which now embel- 
lish the already well-known game play. 

MD allows up to eight players to com- 
pete in a game, any number of which may 
be controlled by the computer as it simu- 
lates a novice, intermediate level real es- 


tate investor or experienced entrepreneur. 
While keyboard commands are available, 
the program is very clearly designed to be 
used with a mouse. Most of the screen is 
used to display an overhead view of the 
classic Monopoly game-board. Icons for 
most of the common commands, such as 
“roll dice,” are easily accessible. How- 
ever, the use of a somewhat cramped, pull- 
down menu is occasionally necessary', in 
addition, there are icons for summoning a 
detailed picture of a participant’s portfo- 
lio, or assets still held by the bank. Finally, 
a scrolling window provides an ongoing 
description of each move made in the 
game. 

The only awkwardly-designed element 
of MD is a real-time sequence in which 
players bid for a property which has been 
placed on the auction block. For this, each 
player must place a finger on a number key 
at the top of the keyboard (the numeric 
keypad may not be used) and press his or 
her key when a desired bid appears on the 
screen. This represents a very small space 
in which to crowd eight anxious bidders, 
several of whom are likely to be on very 
intimate terms once the final gavel has 
sounded. 

Traditionally, once that sacred docu- 
ment — the instruction leaflet — had been 
lost from the Parker Brothers box, numer- 
ous confrontations have been known to 
occur over which set of rules are to be 
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MD will eliminate most of those squab- 
bles. However, by allowing an almost in- 
finite number of variations on the 
traditional rules, farmore severe playroom 
conflicts may result. The “free parking” 
space may now be used as a collection 
plate for all fines and taxes, which are then 
turned over to the first player who lands 
there. Another option allows the player to 
collect a windfall sum at that same spot, 
determined by a roll of the dice. 



For those preferring a simpler game, 
property auctions may be eliminated, 
deeds may be distributed at the beginning 
of the game, or a game time-limit may be 
imposed. Other options allow players to 
limit their ability to negotiate trades or 
collect rent while in prison. When large 
numbers of players are involved, an option 
which requires ail players to circle the 


board once before purchasing any proper- 
ties proves a welcome innovation. 
“Spoiled” players (those who grew up 
without other children around) even have 
the option to recreate the thrill of cheating 
by transferring whatever funds or property 
they wish from the bank directly to their 
own account. 

Replacing the feel of those original met- 
al tokens and cardboard deeds are MD’s 
sounds and pictures. Starring the minimal- 
ist entrepreneur “Rich Uncle PennyBags,” 
brief animations pop up whenever a player 
passes “Go,” builds a hotel, or initiates the 
many other well-known Monopolistic 
events. Sound effects are also lavishly dis- 
tributed throughout the game, including a 
surprising variety of music, bells, whis- 
tles, grunts and exclamations. Users are 
given a high degree of control as to which 
animations and sound effects they wish to 
experience. Easily the most entertaining 
sequences involve those familiar tokens — 
the iron, wheelbarrow, ship, car, dog, 
thimble, shoe, hat, cannon and pony — all 
of whom circle the board with grace, 
charm and digitized dignity. 

The computer becomes an aggressive, 
although relatively predictable, opponent 
for a solitaire game oi MD. Generally, it 
will continue to invest in property until 
bankrupt. Further, the computer will flatly 
refuse to consider any but the most self- 


serving property trades — the type only a 
suicidal opponent would agree to. 
Strangely, it will not condescend to bid on 
a property which is up for auction. Taking 
advantage of this eccentricity (“cheating,” 
as one of Virgin’s technicians refeired to 
it) a player may never have to pay more 
than $1.00 for any property during a soli- 
taire game. For an honest game with the 
computer, it is suggested that the “no auc- 
tions” option be selected. 
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It has obviously been with a great deal 
of care and attention to detail that this 
version q[ M ojiopoly has been rendered on 
the personal computer. The program is 
ideal for bringing newcomers into the 
game, as well as pleasing older, more nos- 
talgia-minded players. Recreationologisls 
everywhere will be pleased that Rich Un- 
cle PennyBags has finally been shown 
proper respect by electronic media, cgw 


The Play-By-Mail Offer 

FLAGSHIP magazine, with Ark Royal Games, C2 Simulations, Capitol Consulting, Deltax Gaming, 
Flying Buffalo Inc, Flying Dutchman Games, Graaf Simulations, Inner Dimensions, Rolling Thunder 
Games Inc and Twin Engine Gaming, is proud to make what may be the most exciting offer in PBM 
history. For $19.99, we'll give you: 

(a) A 4-issue trial subscription to FLAGSHIP, PBM's leading international magazine, with 56 pages 
each issue packed with news, reviews, and uncensored player comments. Every issue includes a 
sheet of discount coupons worth many times the cost of the magazine, 

(b) A coupon entitling you to $20 value of rules and/or turns in any of these games: Against All Odds, 
Adventurer Kings, Cluster, Continental Rails, Domination, El Mylhico, Feudal Lords, New Order, 
Quest of the Great Jewels, Shadow Lords, Sirius Command, Space Combat, Space 101, StarGlobe, 
Starquest, Subterrania, Victoryl, World Emperor II and Warriors 8. Wizards. You choose where you 
want to use the coupon: to help you, we will include an impartial description of each of themi The 
only condition is that you should not have played with that particular gamemaster before. 

Last but not least, if you are disappointed with the first FLAGSHIP, let us know within one month and 
we'll refund you the entire $19.99 by return. No handling fee, no requirement to return anything - 
yes, you can still use the coupon. 

To try it, send $19.99 to FLAGSHIP, CGW special otfer, PO Box 6105WSS. Gainsville GA 30504 
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IBM MAC & AMIGA GAMES FOR LESS 
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Rochester, VT 05767 
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800-753-4263 


IBM ADVENTURE 


Inspector Gadget S34 

Jack the Ripper S38 

KGB $17 

King’s Quest 1 ENH $19 

King’s Quest 2 or 3 $15 

King’s Quest 4 $34 

King’s Quest 5 VGA 836 

King’s Quest 6 VGA $45 

King’s Ransom $38 

Kristal $12 

L.A, Law $34 

Laura Bow 2 $36 

Leather Goddesses 812 

Leather Goddesses 2 $42 

Legacy: Realm Of Terror $41 

Legend of Faerghail $34 

Legend of Kyrandia $35 

Leisure Suit Larry 1 VGA $15 

Leisure Suit Larry 2 $15 

Leisure Suit Larry 3 $24 

Leisure Suit Larry 5 VGA $34 

Leisure Suit Larry Bundle 1 $39 

Loom $19 

Lords of the Rising Sun $34 

Lost Files Sherlock Holmes $44 
LostTreasures of Infocom $42 

Lost Treasures of Infocom 2 $32 
Lost in LA $37 

Magnetic Scrolls Bundle $21 

Manhunter New York $28 

ManhunterSanFrancIsco $15 

ManiacMansion $18 

Martian Memorandum $37 

Mean Streets $37 

Metal Mutant $32 

Moebius $28 

Murder Club $28 

Murder by the Dozen $15 

Out of this World $36 

Plan 9 from Outer Space $31 

Police Quest 1 $24 

Police Quest 2 $15 

Police Quest 3 $34 

Power HitsiMovies $32 

Prince of Persia $25 

Putt Putt Joins Parade $32 

Rex Nebular Cos Gen Ben $39 

Riftwar Legacy $39 

Ringworid $36 

Rise of the Dragon $34 

Risky Woods $24 

Robocop 3 $32 

Rocketeer $32 

SDI $9 

Screen Antics WIN $24 

Search for the King $24 

Secret Monkey Island 2 $38 

Secret Monkey Island $23 

Sex Olympics $19 

Sex Vixens from Space $1 2 

ShadowgateWIN $34 

Shogun $12 

Sierra Adventure Bundle 1 $39 

Space Quest 1 $19 

Space Quest 2 $15 

Space Quest 3 $34 

Space Quest 4 $36 

Space Quest 5 $39 

Space Quest Bundle $36 

SpellcastinglOl $19 

Spellcasling201 $36 

Spellcasting 301 Spring Brk $34 
Star Trek 25th Aniv $36 

Star Trek 5 $12 

StarTrek: Next Generation $46 
Stellar7 $21 

TeenageMutantNinjaTurtls $25 
Terminator2029 $42 

The Train $6 

Theme Park Mystery $15 

Time Quest $12 


'LEGACYREALM 
OFTERROR'isa 
3D animated hor- 
ror adventure 
game. You must 
find & destroy the 
entity which has 
taken control of 
your house. Fea- 
tures auto-map- 
ping, ten levels 
with upto40 rooms 
per level, detailed 
yet easy to use 
magicand combat 
systems, point- 
and-click inter- 
face, and amazing 
audio effects. S41 


'AMAZON' re- 
captures the fun 
and excitement of 
the 1950's drive-in 
movies. Travelto 
unexplored re- 
gions of the Ama- 
zon, fight 10 foot 
ants, and find em- 
eralds stolen by 
Cortez. Amazing 
cinematic effects 
such as multiple 
camera angles, 
flashbacks, 
zooms, pans, and 
fades. Features full 
digitized voices & 
sound effects. S39 


'POWERED 

PARTNERS622' 

by Acoustic Re- 
search do the job 
of both a speaker 
and amp. Plug 
them into any 
sound source with 
line level or head- 
phone output; 
computers, TV's, 
or keyboards. 
Features mag- 
netic shielding, a 
30 Watt sub- 
woofer, frequency 
range of 50Hz- 
20kHz, & volume 
control. S239 
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IBM ADVENTURE ■ IBM ROLE PLAYING 


Transylvania 3 

815 

Fire King 

$19 

Troika 

$6 

Flames of Freedom MWII 

$28 

Uninvited 

$9 

Fountain of Dreams 

$15 

Universe 1-3 Each 

$34 

Fountain Dreams Char Edit 

$16 

Walker 

$32 

Four Crystals of Trazere 

$26 

War in Middle Earth 

$12 

Gateway Savage Frontier 

832 

Warriors of Legend 

819 

Gods 

$26 

Weird Dreams 

$9 

Hard Nova 

$17 

Where in World Carmen 

$32 

Hard Nova Char Edit 

$16 

Where World Carmen Delux 

$52 

Heaven and Earth 

$32 

Where in America’s Past 

$37 

Hero’s Quest 

$21 

Where in Europe is Carmen 

$29 

Heroes of the Lance 

$12 

Where in Time Carmen 

$32 

Heros Qst 2:Trial Fire 

$21 

Where in USA Carmen Oelux 

:345 

Heros Quest 1 

$32 

Where in USA is Carmen 

$29 

Heros Quest 3 

$36 

Wonderland 

$16 

Millstar 

$15 

Zak McKracken w H Book 

$18 

Immortal 

$17 

Zeliards 

$15 

Joan of Arc 

$12 

Zombie 

$12 

Keys to Marimon 

S9 



Keys to Maramon Char Edit 

$16 

1 IBM ROLE PLAYING 1 

King’s Bounty 

Knights of Legend 

$15 

$30 



Knights of Legend Char Edit 

$16 

2400 AD 

824 

Legacy of the Necromancer 

$17 

ADD Collector’s Edition 2 

$45 

Legend 

$31 

ADD Starter Kit 

$35 

Legend of Valor 

$39 

Autoduel 

$26 

Lord of the Rings VI 

$32 

Bad Blood 

$31 

Lord of Rings VI Char Edit 

$16 

Bard’s Tale 1 Char Editor 

$16 

Lord of the Rings V2 

537 

Bard’s Tale 2 

819 

Lord of Rings V2 Char Edit 

$16 

Bard’s Tate 2 Char Editor 

$16 

Loremaster 

$39 

Bard's Tale 3 

$32 

Lure of the Temptress 

$37 

Bard's Tale 3 Char Editor 

$16 

M 

$45 

Bard’s Tate Construction 

819 

Magic Candle 1 

$12 

Battletech 

$12 

Magic Candle 1 Char Editor 

$16 

Battletech 2 

$31 

Magic Candle 2 

$21 

Black Crypt 

$32 

Magic Candle 2 Char Editor 

$16 

Blood wych 

815 

Magic Candle 3 

838 

Buck Rogers Countdown 

$12 

Martian Dreams 

$37 

Captain Blood 

$9 

Martian Dreams Char Editor 

$16 

Captive 

$30 

Matrix Cubed 

$32 

Celtic Legends 

$32 

Mechwarrior 

$19 

Challenge of 5 Realms 

$44 

Megatraveller;Zhodani 

$9 

Champions 

$37 

Megatrvllr:Zhodani Char Edit 

$16 

Champions of Krynn 

$21 

MegaTraveller2 

$19 

Champions Krynn Char Edit 

$16 

MegaTraveller 2 Char Editor 

816 

Cobra Mission 

$49 

MegaTravellerS 

$39 

Conan 

$16 

Midwinter 

$12 

Corporation 

819 

Might & Magic 1 

$12 

Curse Azure Bonds Char Ed 

816 

Might & Magic 1 Char Edit 

$16 

Curse of the Azure Bonds 

$15 

Might & Magic 2 

$12 

Curse Azure Bonds Char Ed 

$16 

Might & Magic 2 Char Edit 

$16 

Cyber Empire 

$32 

Might & Magic 3 

$34 

Cyber Space 

838 

Might & Magic 3 Char Edit 

816 

Cybergenic Ranger 

$9 

Might & Magic 4 Clouds XeenS36 

Dark Queen of Krynn 

$32 

Might & Magic 4 Char Editor 

$16 

Dark Queen Krynn Char Ed 

$16 

Might & Magic 5 D Side Xeer 

i$42 

Dark Sun 

$37 

Mines of Titan 

$12 

Darklands 

$39 

Mission: Impossible 

$19 

Darkspyre 

$32 

Murder 

$29 

Daughter of Serpents 

$32 

Obitus No Shirt 

$27 

Death Knights of Krynn 

$21 

Paladin:ScrollsTalmouth Dsl' 

;516 

Death Knights Krynn Char Ed$16 

Pirates 

$9 

Dragon Strike 

$15 

Pirates Gold 

$39 

Dragon Wars 

$12 

Planet’s Edge 

$34 

Dragon Wars Char Edit 

816 

Planet’s Edge Char Editor 

$15 

Dragons of Flame 

$9 

Pool of Radiance 

$15 

Drakkhen 

$37 

Pool of Radiance Char Editor 

•$16 

Drakkhen Char Edit 

$16 

Pools of Darkness 

$38 

Dungeon Master 

534 

Prophecy 1 

$12 

Dusk of the Gods 

824 

Questron 2 

$12 

Elvira Mistress Dark 

$29 

Ragnarok 

$38 

Elvira 2 Jaws Cerberus 

$27 

Rings of Medusa 

$24 

Escape from Hell 

$17 

Savage Empire 

$34 

Escape from Hell Char Edit 

$16 

Savage Empire Char Editor 

$16 

Eye of the Beholder 

$19 

Sea Rogue 

$29 

Eye of Beholder Char Edit 

$16 

Secret Silver Blades 

$15 

Eye of the Beholder 2 

$38 

Secrt Silver Blades Char Edit 

$16 

Eye of Beholder 2 Char Edit 

$16 

Sentinel Worlds 

$9 

Eye of the Beholder 3 

$39 

Sentinel Worlds Char Edit 

$16 

Eye of the Horus 

$28 

Shadow Sorcerer 

$12 
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When Knights Were Rotten 
And Eric Was Unready 
Legend’s Eric The Unready 



by joluiny L. Wilson 


Sneak Previews are not designed to be reviews. They are feature articles based on ‘'works in progress" that 
CGlV’s editors have deemed worthy of early coverage. These articles are not intended to provide the final 
word on a product, since we expect to publish appropriate review coverage when the game is finished. 


S ometimes, say the sages, it is better 
to be lucky than good, This is cer- 
tainly the case in Legend’s Eric the 
Unready, a new adventure by Bob Bales 
in which the least intelligent knight with 
the least physical prowess has to save the 
kingdom through a series of misadven- 
tures. It is Mel Brooks meets Camelol in a 
raucous lour dc farce where games, televi- 
sion, films and legends (oi' should that be 
Legend?) are all subject to Bob Bates’ 
powerful Parser of Parody. Whether one is 
solving one of the simple puzzles in the 
early game or groaning at the puns in the 
endgame, fantasy fans are likely to llnd 
themselves experiencing the same type of 
esoteric chuckles to be found in one of 
Piers Anthony's Xanlh books or Robert 
Asprin’s Myth Adventures. No pop cul- 
tural icon and no industry entity is safe 
from Bob Bates' Wand of Witticism, 



The set-up is deceptively simple. Eric is 
trying to prove himself as a knight of the 
romboid table. To do so, he must success- 
fully solve some simple quests. If the 
gamer is good enough, Eric solves those 
quests, but ends up creating more chaos in 
a few command lines or mouse clicks than 
Lucy could conjure in a half-hour televi- 
sion show. Just when many gamers would 
wonder if they were playing the right char- 


acter, Eric is assigned the task of rescuing 
the beautiful princess and saving the king- 
dom. Unfortunately, the gamer soon tlnds 
out that Eric has been selected precisely 
because the villains do not believe he is 
able to fuinil the quest. That’s when it 
starts to become belter to be lucky than 
good. 

If gamers think that they’ve "said it all" 
when they say, "Bud Wizard" or can’t 
figure out why that castle looks like it 
might have been designed by Lord Brut- 
ish, Eric the Unready is not for them, if 
they get offended by Elvis sightings (has 
anyone ever noticed how closely Eric and 
Elvis sound?) and have little patience with 
tabloid journalism, they probably will not 
enjoy being tantalized by the tillers and 
giggles that seductively lure gamers 
through the puns, sight gags and badinage 
of £/7 'c the Unready. Gamers who have to 
have a Mcreizky-sized injection of tililla- 
lion in order to play an adventure game are 
also forewarned. Some suggesliveness is 
present, but bawdiness is not the overrid- 
ing goal of this game. 

Textual Variant 

Legend believes that CGTV has been 
grossly unfair in describing their games as 
text adventures. They believe that this un- 
dervalues the efforts which they have 
made to present intriguing adventures us- 
ing a variety of technologies. In a sense, 
they are right. We have called the games 
"text adventures" because they did not pre- 
sent the full-screen parscrless environ- 
ment of leading edge graphic adventures. 
The games do contain a lot of text, some- 
times wonderful text, but they also contain 
more. 

In addition to the input available in pre- 
vious games: command line, reverse 
parser (where gamers click on each cle- 
ment of the sentence as lists of words 


appear), pointing and clicking on the 
graphics windows, or using the compass 
rose, the designers have now introduced a 
number of different interface technolo- 
gies. When one pilots Captain Smirk’s 
raft, one works from a dynamic animated 
map screen; when one plays the "Concen- 
tration"-slyle game at the carnival, one 
works with full-screen point and click; and 
when one initiates a conversation, one gels 
a menu ofvcrbal ripostes to toss in conver- 
sational spairing matches. 



Yet, interface is not the only non-textual 
addition to Legend’s bag of tricks. There 
is a full-screen cinematic sequence that 
introduces the game’s hero and there are 
animated full-screen transition sequences 
that serve as cut-scenes to advance the plot 
and pi'ovide a certain amount of dramatic 
(w'cll, actually melodramatic) tension be- 
tween various puzzles. At one point, the 
entire screen lakes on the appearance of 
the original Zork. At other points, the 
player accesses a newspaper and a large 
representation of a tabloid fills the screen 
for the player’s perusal. At another point, 
the raft interface or memory game fills the 
screen graphically. 

So, it is true that Eric the Unready has 
lots of text, but it is also true that much of 
that text is very funny. In particular, we 
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IBM ROLE PLAYING 


Shadowlands S29 

Shadows of Mordor S28 

Sleeping Gods Lie $28 

Sorcerian SI 5 

Space 1889 S9 

Space 1889 Char Editor S16 

Space Hulk S38 

Space Inc S34 

Space Rogue S30 

Space Rogue Char Editor S16 

Spacewrecked Si 9 

Spelcraft: Aspect of Valor $38 

SpellJammr Pirates Rim Spc $38 
Spellbound $39 

Spirit of Excalibur $16 

Star Saga 2 SI 9 

Starflighti $17 

Starflight2 $17 

Summoning $38 

Sword of the Samurai $9 

Tales Magic Prophcy Shadw $38 
Tales Magic Pr Sh Char Edit $16 
Tangled Tales $21 

Terran Envoy $12 

Third Courier $6 

Times of Lore 828 

Treasures Savage Frontier $32 
Treasure Savag Frtr Char Ed $1 5 
Tunnels & Trolls $15 

Tunnels & Trolls Char Edit $16 
Twilight 2000 $34 

Twilight 2001 $39 

Ultima 4 $35 

Ultima 4 Char Edit $16 

Ultimas $35 

Ultima 5 Char Editor $16 

Ultima 6 False Prophet $39 

Ultima 6 Char Edit $16 

Ultima 7 Black Gate $46 

Ultima 7 Char Editor $16 

Ultima 7 Forge of Virtue $21 
Ultima 7.5 Serpent Isle $46 
Ultima Trilogy $35 

Ultima Trilogy 2 $45 

Ultima Uworld Stygian Abyss $48 
Ultima U Styg Abyss Char Ed $15 
Ultima Uworld Styg Abyss 2 $46 
Uncharted Waters $42 

Unlimited Adventures $32 

Veil of Darkness $42 

Vengeance of Excalibur $16 
Warof the Lance $9 

Wasteland Char Editor $16 
Waxv/orks $34 

Wizardry {1-3) Char Edit $16 
Wizardry 4 $19 

Wizardry 4 Char Edit $16 

Wizardry 5 $26 

Wizardry 5 Char Edit $1 6 

Wizardry Cosmic Forge $34 
Wizardry Csmc Frg Char Edit$16 
Wizardry 7 Crusaders $39 
Wizadry 7 Crusdrs Char Edit $16 
Wizardry Trilogy $32 


IBM STRATEGY 


A Train $38 

A Train Construction Set $23 

Air Force Commander $32 

Airbucks $36 

Ancient Art War Sea $29 

Ancient Art of War $29 

Ancient Art of War Sky $34 

Are We There Yet $17 

Armada 2525 $29 

Balance of Power 1990 $35 

Balance of the Planet $1 9 

Bandit Kings Ancient China $37 

Battle Isle $32 


'CONQUERED 
KINGDOMS'al- 
lowsyoutoinvade 
castles and fly 
over mountains as 
you battle for con- 
trol of the world. 
Features nine sce- 
narios, a random 
map generator, 
human and fan- 
tasy combat 
troops, 21 levels 
of difficulty, mo- 
dem play, several 
fullcampaigncon- 
quests, and com- 
plete game scor- 
ing history. $38 


In’BATTLESOF 
DESTINY' you 
mustseekoutand 
destroy up to 3 op- 
ponents in order 
to conquer the 
world. Features 
modem play, air, 
ground and naval 
combat, challeng- 
ing artificial intelli- 
gence, 22 differ- 
ent units to con- 
struct, more than 
20 worlds to con- 
quer, campaign 
style play, and a 
complete player 
history. S38 


'GREATBATTLES 
OF THE 20TH 
CENTURY’ brings 
20 new scenarios 
for the Perfect 
Generalgame. in- 
cludes 1967 & 
1973 Suez con- 
flicts, Kursk, The 
Moscow Push, 
Stalingrad, Malta, 
Long Binh Inferno, 
Crete, Falklands, 
Inchon, Operation 
Sea Lion, Pusan 
Per, Saigon, Bataan, 
Fulda, Dnepr Br., 
Guderian Forward, 
&more. $23 
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■ IBM STRATEGY 


Battle Isle Scenario Disk 

$22 

Populous Promised Lands 

$14 

Battles of Destiny 

$38 

Powermonger 

$34 

Bermuda Square 

$21 

Powermonger World War 1 

$21 

Big Business 

S12 

Pushover 

$32 

Breach 2 

$19 

OOP Bundle 

$59 

Breach 2 Scenario Disk 

815 

Railroad Tycoon 

$34 

Buzz Aldrin Race into Space S42 

Rampart 

$27 

Caesar 

$36 

Reach for the Stars 

$24 

Carrier Command 

$9 

Realms 

$17 

Castles 

$18 

Red Zone 

$32 

Castles 2 

$36 

Renegade Legion Interceptor $12 

Castles Northern Campaigns $19 

Riders of Rohan 

319 

Centurion Defender Rome 

$17 

Robo Sport WIN 

$34 

Civilization 

$39 

Romance 3 Kingdoms 

$42 

Civilization Master Edition 

$45 

Romance 3 Kingdoms 2 

$42 

Command HQ 

$19 

Rules of Engagement 

$37 

Conquered Kingdoms 

$38 

Rules of Engagement 2 

$38 

Conquest of Japan 

$36 

Second Conflict WIN 

$34 

Control of the Seas 

$32 

Seven Cities Gold 2 

$38 

Crisis in the Kremlin 

$42 

Shadow President 

334 

Dark Seed 

$34 

ShadowGateWIN 

$34 

Dark Star 

536 

Siege 

$38 

Defender of the Crown 

$12 

Siege Expansion Disk 

$19 

Designasaurus 2 

$28 

Sim Ant 

$34 

Dino Wars 

$28 

Sim Ant WIN 

$34 

Diplomacy 

$12 

Simeily 

529 

Discovery Steps Columbus 

$34 

Simeity Graphic Set 1 

$15 

Dragon Force 

$19 

Simeity Graphic Set 2 

$23 

Dragon Lord 

$12 

Simeity WIN 

$34 

Dune 

$24 

Simearth 

$38 

Dune 2 

544 

Simearth 2000 

$42 

El Fish 

$41 

Simearth WIN 

$38 

Empire Deluxe 

$39 

Simfarm 

$41 

Fighting for Rome 

$12 

Simlife 

$41 

Final Conflict 

$17 

Spaceward Ho! 

$38 

Fireteam 2200 

$24 

Special Forces 

$39 

Fireteam 2200 Constrctn Kit 

$25 

Spoils of War 

$34 

Fort Apache 

$34 

Star Control 

$29 

Gemfire 

$37 

Star Control 2 

$36 

Genghis Khan 

$37 

Star Legions 

$38 

Global Conquest 

$37 

Starfleet 1 

$17 

Global Effect 

$32 

Starfleet2 

$38 

Gold of the Americas 

$19 

Strategic Forces 

$19 

Imperium 

$26 

Sword of Aragon 

$28 

Inindo 

$37 

Task Force 1942 

$39 

Koshan Conspiracy 

S32 

Theatre of War 

$32 

L'Empereur 

$37 

Theatre of War Set 1 

$21 

Lemmings 2 

$32 

Traders 

$19 

Lemmings Datadisk 

$19 

Unnatural Selection 

$32 

Lemmings 

$32 

Utopia 

$31 

Liberty or Death 

$37 

Vikings Fields of Conquest 

$37 

Lost Admiral 

$24 

Visions of Aftermath 

812 

Lost Admiral Enhanced 

544 

Warlords 

$24 

Lost Admiral Scenario Disk 

$23 

Warlords 2 

$42 

Lost Patrol 

Medieval Lords 

Medieval Warriors 

Mega Lo Mania 

Mercenaries 

$12 

$14 

$9 

$31 

$38 

1 IBM SPORTS 

$24 

■ 

Merchant Colony 

$17 

4D Boxing 

$17 

Microcosm 

$32 

4th & Inches 

34 

Millenium 

$24 

4th & Inches Team Const 

$10 

Monarch 

538 

ABC Monday Night FB 

$37 

New World Order 

$38 

ABC Wide World Boxing 

$32 

Nobunaga’s Ambition 

$37 

APBA Base TD 1 908-9 1 Ea 

$21 

Nobunaga’s Ambition 2 

$37 

APBA Baseball 

$24 

Nuclear War 

S7 

APBA Baseball General Man $29 

Objection 

$34 

APBA Baseball Statmastr 2.C 

lS29 

Objection Enhanced 

379 

APBA Baseball Wizard 2.0 

$29 

Ogre 

$19 

APBA Basketball 

$34 

Omega 

$30 

APBA Bowling 

$14 

Operation Combat 

$12 

APBA College Basketball 

$32 

Overlord 

$21 

APBA Football 

$34 

Pacific Theater Ops 

$42 

APBA Micro Manager 

$32 

Paladin 2 

$34 

ATP Tennis 

$34 

Perfect General 

$32 

Action Sports Soccer 

$25 

Perfect General 2 

$44 

Ail American College Ftbll 

S36 

Perfect General Seen Disk 

$21 

All Star Sports Pak 

$15 

Perfect General Seen 2 

823 

American Gladiators 

321 

Populous 

$17 

Basketball Challenge 

$28 

Populous 2 

$38 

Bo Jackson Baseball 

$32 














recommend that gamers peruse every por- 
tion of the newspapers. Not only are there 
clues for solving Ihe puzzles, but esoteric 
jokes based on literature and computer 
games (even a well-placed barb at the Ru- 
mor Guy’s expense). Further, the conver- 
sations are the wittiest we’ve seen this side 
of Monkey Island. In fact, one wonders 
where Fran the Rock Salesman and the 
Columbia School of Piracy might have 
originated. Naaah! It’s punfully (and de- 
lightfully) obvious. 
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Doin’ The Parody Thing 


Zork, Ultima VII. Monkey Island, Star 
Trek. Computer Gaming World, Saturday 
Night Live, Fantasy Island. Gilligan 's Is- 
land, Camelot, Lord British, LIvis, Gene 


Roddenberry, Pepsi-Cola and Baskin- 
Robbins are just a few of the victims of 
Bob’s barbs which 1 can remember. There 
are many more. Who would you expect to 
be the monk in charge of copying manu- 
scripts when one enters the abode of the 
gods and their sacred library? "Air-IK, 
Ericster, doin’ the copyin’ thing!" 



Most of the puzzles are not only clever 
and challenging, but they lead into some 
puns or comedic dialogue that advances 
the plot and heightens the A.P.l. (aggre- 
gate pleasure index). If I had to quibble 
about any puzzles, they would be the tim- 
ing puzzles. Gamers like to be active, not 
passive, I can understand the necessity of 
being passive if there is some obvious 
reason to be passive. As in Timequest, 
however. Bates shows that he likes puz- 



zles which rely on the gamer doing noth- 
ing at precisely the right time. The trouble 
is that the clues that one should wait are 
not always obvious. 1 personally find the 
timing puzzles less than satisfying, but 
that may be because I am such an impetu- 
ous gamer that I lend to prod instead of 
pause. The timing puzzles and occasional 
spelling errors were the only hindrances to 
my enjoyment of the game. 

Heir-head Hero 

In short, Eric the Unready is a delightful 
comedy adventure, more challenging than 
cute and full of whimsy and wonder. It 
succeeds on many different levels and cre- 
ates high expectations for Legend’s up- 
coming game based on Xanlh (another 
punful world), cgw 



"The Informative PBM Magazine" 


Do your know what PBM (Play-By-Mail) gaming is? If you 
don’t, we can help you explore the world of PBM gaming. 
Paper Mayhem has been ieading the way for over 9 years 
by informing people about PBM gaming. Articles, reviews, bio- 
graphies and more fill each issue. Not to mention the ratings 
of PBM games and companies that our readers participate in. 

Paper Mayhem has been improving with the ever expanding 
hobby of PBM gaming since 1983. Each bimonthly issue 
brings you the latest on PBM news. 

So why delay and miss out on ail the fun? Read Paper May- 
hem and take advantage of PBM gaming. 

Send subscriptions to: 
ER MAY! 

Dept CG 



ipl 

PAPER MAYHEM 
ept 

1518 Adams Street 
Ottawa, IL 61350-4770 

US Subscriptions: 
Single issue $5.00 

1 year $24.00 

2 year $42.00 


FOREIGN SUBSCRIPTIONS: 1 year Canada $31.00; 

1 year to Europe $51.00; 1 year to Australia $57.00. 
All Subscriptions to PAPER MAYHEM are to toe paid 
in US funds and drawn from US banks. Foreign sub- 
scriptions are asked to use International Money Order 
in US funds. 
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THE ULTIMATE ROLE-PLAYING AID 

Introducing The Ultimate Character Editor. This exciting new product features 
full mouse and keyboard support, online context sensitive help and a complete 
windowing system (does not require MS Windows to run). This editor allows you 
to edit most of the games listed below (including all of the Might and Magics, all 
of the Ultimas, all of the SSI games, all of Ihe Bard's Tales, and more). The price 
for this editor is S59.95. So, for the price of 3 editors, you will be getting 
approximately 30 editors. Upgrades will be available to handle new games as they 
are released for only S9.95. 

• CHARACTER EDITORS — S19.95 each 

Might and Magic (1, 2, 3 or 4), Drakkhen, Pool of Radiance, Hard Nova, 
Bard’s Tale (1, 2 or 3), Wasteland, Dragon Wars, Space Rogue, 

Wizardry (Edits 1-3), Wizardry 4, Wizardry 5, Bane of Cosmic Forge, 
Crusaders of the Dark Savant, Treasurers of the Savage Frontier, 

Sentinel Worlds I, Knights of Legend, Secret of the Silver Blades, 

Curse of the Azure Bonds, Champions of Krynn, Space 1889, 

Keys to Maramon, MegaTraveller (1 or 2), Keef the Thief, Darklands, 
Escape from Hell, Ultima (3, 4, 5, 6 or 7), Dark Heart of Uukrul, 

Savage Empire, Tunnels and Trolls. Lord of the Rings (1 or 2), 

Countdown lo Doomsday, Martian Dreams, Eye of the Beholder (1 or 2), 
Death Knights of Krynn, Fountain of Dreams, Magic Candle (1 or 2), 

Pools ol Darkness, Ultima Underworld, Twilight 2000, Planet's Edge, 

Dark Queen of Krynn, and Prophecy of the Shadow. 


HINT BOOKS — S9.95 each 

Might and Magic 1, Knights of Legend, Curse of the Azure Bonds, 
Champions of Krynn, Legacy of Ancients, Dark Head of Uukrul, 
Wizardry (1. 2, 3, 4, 5, Bane or Crusaders), Eye of the Beholder 2, 
Might and Magic 3 (12.95). 


IBM listed. Apple. C64 and Amiga versions also available. 

Please add S4,00 lor shipping and handling. 

Open from 9AM - 9PM every day for your convenience. 



GOSSELIN COMPUTER CONSULTANTS tHIB 

P.O. Box 1083 • Brighton, Ml 48116 • (313) 229-2453 Jllilir) 


Circle Reader Service #6(i 
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CHIPS & BITS CALL 800-753-GAM E 

IBM MAC &AMIGA GAMES FOR LESS 802-767-3033 

800 - 753-4263 

UPSGroundSSperorder.PO Box, APO,FPO,S6 per Order. 2 Business Day Alr57 per Order. 

EuropaAIr Mall S1 2 First Item plus S6 Each addltlonaMtem.AlrMalltoCanadaS6perOrder.HI,AK,PR,MailS7perOrder 


IBM SPORTS 


Carl Lewis Challenge S32 

Cycles Grand Prix S28 

Daily Double Horse Racing $19 
Days of Thunder $24 

Face Off S9 

Fast Break S6 

Front Page Football $39 

Future Sports $28 

Grand Prix Circuit $17 

Greens $34 

HardBall 812 

HardBali 2 $28 

Hardball 3 $34 

Hardball 3 Players Disk $19 

Hardball 3 Stadium Disk $19 

Harlem Globetrotters $15 

Hat Trick $9 

Hole In One Mini Golf $12 

Hole In One Mini Golf Crs Dk $7 
IndianapolisSOO $17 

International Sports Chall 329 
Jack Nicklaus Clip Art $12 

Jack Nicklaus CD 1-5 $15 


Jack Nicklaus Greatest 18 $27 

Jack Nicklaus SE Course 1 $19 
J Nicklaus Sign Ed Clip Art $24 
Jack Nicklaus Signature Ed $40 
Jack Nicklaus Unlimited Golf $27 


Joe Montana Football $31 

John Elway Ouarlerback $6 
Lakers vs Celtics $17 

LH Baseball League Leaders $16 
LH Boxing Contenders $16 
LH Col Bball Team Disks Ea 316 
LH Coi Bball L Leaders $1 6 
LH Col Bball Utilities $16 

LH Football L Leaders $1 6 
LH Football Utilities $16 

LH Pro Basketball $36 

LH Pro Baskeball Utilities $16 
LH Pro Basketball L Leaders $16 
LH Pro Basketball Utilities $16 
Lance Haffner Baseball $36 
Lance Haffner Boxing $36 
Lance Haffner College BBall 336 
Lance Haffner Football S36 
Lance Hafner Hockey $36 
Links $29 

Links Courses 1 Bountiful $17 
Links Courses 2 Firestone $17 
Links Courses 3 Bay Hill $1 7 
Links Courses 4 Pinehurst $17 
Links Courses 5 Dorado $17 
Links Course 6 Barton Creek $17 
Links Course 7 Troon North $17 
Links Pro 386 Golf $32 

Links Pro CD 1-6 Each $20 
Low Blow 312 

MUDS 312 

Madden Football $17 

Madden Football 2 832 

Magic Johnson Fast Break S6 
Magic Johnson MVP $15 

Mario Andretti Racing 817 


Mean 18 Famous Courses V2 $1 


Michael Jordan Flight Sim $44 
ML Baseball 4 USAT Edition 331 
ML Basbil 4 Fantasy Managr $25 
ML Basbil 4 General Managr $1 9 
ML Baseball All Stars $17 

ML Baseball Franchise Disks $20 
ML Basketball All Stars $34 
ML Football 2 $39 

ML Personal Pro Golf $28 
ML Wrestling 1990 $28 

Microleague Football Deluxe $39 
Microleague Baseball $28 

Microleague Basketball $28 
Microsoft Golf for Windows $39 
Mike Ditka Power Football 332 
Mini Putt S9 




'HIGH COMMAND' isastrategic level wargamethatcoverslhe 
War in Europe from 1 939-1 945. Features numerous unit and 
mission types for Axis & Allies, detailed economics, production, 
&politicsforover40countriesandterritories, Version 1.1, S45 


'CARRIERS AT 
WAR' brings to life 
six crucial carrier 
battles of WWII; 
Pearl Harbor, 
Coral Sea, Mid- 
way, Eastern 
Shores, Santa 
Cruz, and Great 
Marianas Turkey 
Shoot. Seek out 
and destroy en- 
emy carriers, 
fleets, air forces. 
Features hun- 
dreds of individu- 
ally modeled ships 
and aircraft from 
thatperiod. $37 


'THECARRIERS 
AT WAR CON- 
STRUCTION KIT' 

provides an infi- 
nitely flexible tool 
torcreating a par- 
ticular battle oran 
original scenario. 
Build ships and 
planes, organize 
squadrons, draft 
maps, position air 
bases and adjust 
the artificial intelli- 
gence used by the 
computer. 3 new 
scenariosincluded; 
Wake Island, 
Guadalcanal, & 
Tarawa. $37 


visa &MC Accepted. CODs S5, Checks Held 4 Weeks, Money Orders Treated as Cash. 
Most Items Shipped Same Day. Shipping timosnot guaranteed. CheckcompallbilUy 
bcforeyoubuy.DeIectlvesreplacedwithsBmeproduct.Pricc& availability subject to 
change. All Sales Final. 


IBM SPORTS 


NFL Challenge 360 

NFL Chall Col Alumni Teams 322 
NFL Chall Pre Season 90 $22 

NFL ChalIngTD 1984-87 Ea $15 
NFL ChalIngTD 1988-91 Ea $22 
NFL Challenge All Star Team $22 
NFL Challeng Dream Teams $20 
NFL Challenge Premium Ed $59 
NFL Challenge Roster Editor $20 


NFL Football $31 

NFL Pro League Football $19 

NFL Pro League Football 92 324 
NFL Video Football $43 

Nascar Challenge $31 

Over the Net 39 

PGA Tour Golf $32 

PGA Tour Golf WIN $38 

PGA Tour Golf Course 1 $17 

PGA Tour Golf Ltd Ed $45 

Playmaker Football $26 

Power Hits: Sports $32 

Pro League Baseball $18 

Pro Tennis Tour 2 $32 

ProFootball Analyst 92 Editn $24 
RBi 2 $26 

ReelFish’n $12 

Road to the Final Four $37 

Serves Volley $12 

Shufflemania $34 

Skate or Die $15 

Sport ot Kings $12 

SummerChallenge $34 

Summer Chaling World Class$15 
Super Car Pak $37 

TKO $4 

Team Suzuki $15 

Tennis Cup $32 

The Games Winter Challenge$34 
Tie Break Tennis $12 

Tom Landry Football $24 

Tony LaRussa Baseball $24 


Tony La Russa Baseball 2 $36 

Tony LR Fantasy Manager $1 5 
Tony LR Classic Stadiums $15 
Tony LaRussa AL Stadiums $15 
Tony LR Fantasy Manager 815 
Tony LaRussa NL Stadiums $15 
Tony LaR Teams 1901-68 $15 

Wayne Gretzky Hockey 2 $34 

Wayne Gretzky Hockey 3 $39 


Wayne Gretzky League $26 
Weaver 2.0 commemorative $41 
Weaver Baseball 1.5 $19 

Weaver Baseball 2.0 $17 

Weaver Commissionr Disk 2 $16 
Weaver Team & Player 90 $12 

Wilson Pro Staff Golf $23 

World Circuit 334 

World Class Soccer $28 


IBM TRADITIONAL 


3D Pinball $10 

3 in 1 Players's Pack $12 

Acquire $12 

Amarillo Slim’s Poker $12 

Amarillo Slims 7 Card Stud $10 
Armada Villa Crespo CB $10 

At the Zoo $12 

Backgammon WIN S9 

Baseball Facts $10 

Battle Chess 4000 $32 

Battle Chess 4000 SVGA $36 

Battle Chess $19 

Battle Chess WIN $29 

Blackjack $12 

Blackjack WIN $12 

Bridge 7 $32 

Bridgemaster $29 

Caesars Palace $15 


IBM TRADITIONAL 


Casino Craps $10 

Casino Game Pak WIN $32 

Casinos of the World $29 

Ceasars Palace $15 

Centerfold Squares $21 

Checkmate 836 

Chess Net WIN $12 

Chess X Colossus S9 

Chessmaster2000 $27 

ChessmasterSOOO $29 

Chessmaster 3000 WIN $34 

Classic 5 $32 

Clue $12 

Clue Master Detective $15 

Combination Lock $10 

Cribage Gin King $19 

Crossword Magic 829 

Dealer's Choice $29 

Demon Blue $10 

Dr Thorp's Blackjack $32 

Dr Thorp’s mini Blackjack 810 

Dr Wong Jacks & Video Pokr $10 
Edward O’Thorpe Black Jack $9 
Electric Jigsaw $12 

FS-Pro $21 

Faces Tetris 3 $15 

Family Crossword Puzzles $28 

Femme Fatale $26 

Femme Fatale DD 1-3 Each $18 

Floor 13 $15 

Game-Maker $68 

Games People Play $21 

Go Master Ver 5 $39 

GO Master Ver 5 WIN $39 

Go Master Junior Ver 5 $19 

Go Master Junior Ver 5 WIN $19 

Joseki Genius $39 

Go Master Tool Kit $39 

Go Master Tool Kit WIN 53 $79 

Go Master DIx Ver 5 $99 

Go Master DIx Ver 5 WIN $109 

Grand Slam Bridge $17 

Grand Slam Bridge 2 $32 

Grandmaster Chess $37 

Hollywood Squares $15 

Home Alone 2 $26 

Home Casino Spectacular $15 

Hong Kong Mah Jong Pro $32 

House of Cards $12 

Hoyle's Book Games V1 $21 

Hoyle’s Book Games V2 $1 9 

Hoyle’s Book Games V3 $29 

Hoyle’s Book Games V4 $29 

Ishido $17 

Jeopardy $9 

Jeopardy 2 $9 

Jeopardy 25th Aniversary $15 

Jeopardy, Super Talking $21 

Jigsaw Pinups $24 

Laffer Utilities WIN $21 

Lexicross $24 

Living Jigsaws $9 

Lotto Gold $29 

Lotto leverage $10 

Manhole $32 

Mental Blocks $15 

Monopoly Deluxe $29 

Monopoly Deluxe WIN $29 

Oligopoly $34 

Omar Sharif on Bridge $37 

Omar Sharif Bridge WIN $32 

On Target $10 

Peanuts $31 

Penthouse Jigsaw $24 

Piclionary $19 

Planet of Lust $12 

Pool Shark $15 

Price is Right $15 

Prime Time Hits $25 

Prime Time Hits 2 $25 

Punisher $9 










ammer: Pirates o 


by Jeff James 


TITLC: S|jelllammer: Pitaies of Realmspace 

SYSTEMS: Amiga. IBM 

REVIEWED ON; IBM 

PRICE: SS9.95 

I’ROTECTION: Documeotaiion Look-up . . 

DESIGNERS; Cyirerlerh SyMvms 

Piihl^her: SSI 

Suiinyvak’, CA 


N ot ready to rest upon its fantasy 
role-playing laurels, Strategic 
Simulations Inc (SSI) takes fan- 
tasy gamers on a voyage into the final 
frontier with the release of SpelUammer: 
Pintles of Realmspace {SJammer). While 
not exactly science fiction, SJammer does 
offer fans of SSI’s Advanced Dungeons 
and Dragons computer products a unique 
opportunity to take to the spaceways while 
retaining all of the monster-slaying, spell- 
llinging appeal of more conventional 
AD&D products. 

Boldly going where no AD&D adven- 
ture has gone before, SJammer is rooted in 
the Forgotten Realms gameworld, home 
to such other AD&D adventures as Eye of 
the Beholder I & //and the two Forgotten 
Realms gold box series {Pool of Radiance 
and Gateway to the Savage Frontier, et al). 
Yet, while these adventures take place in 
the Forgotten Realms gameworld on the 
planet Tori!, SJammer allows players to 
journey through Realmspace and visit the 
seven other planets in 'foril’s solar system. 
Crossing through the “wildspace” be- 




tween planets is made possible by the use 
of vessels equipped with a magical device 
which allows a cleric or magic-user to 
essentially will the ship into motion, Mov- 
ing a vessel in this fashion is called 
Spelljamming. 

Although venturing out into space will 
be a new experience for the traditional fans 
of SSI’s AD&D adventures, the fiction 
upon which it is loosely based is nothing 
new. Indeed, science fiction legends H.G. 
Wells and Jules Verne both envisioned 
1 9th-CcntLiry adventurers journeying 
about the solar system by way of specially 
prepared ships designed to sail through the 
seas of “luminiferous ether’’ which sup- 
posedly separated Barth from the moon 


and other celestial objects. In a similar 
vein, the U.S.A.’s own lidgar Rice Bur- 
roughs pictured Martian wairiors Hying 
through the limited atmosphere of that 
planet via sky ships which were analogous 
to fighting sail vessels. 

Jammin^ 

Moving a vessel throughout space isn’t 
the only task players have to accomplish. 
SJammer consists primarily of three game 
segments. The first involves moving the 
vessel through wildspace and docking at 
ports, which contain pubs, weapons shops, 
temples, et cetera. The second portion of 
the game — ship-to-ship combat — occurs 
when, and if, the player happens to run into 
another vessel while journeying through 
space. Finally, boarding combat occurs 
when the player’s party gels up close and 
personal with the crew of enemy ships. 

The first game segment is where the 
behind the scenes work of maintaining a 
Spelljamming vessel takes place. In addi- 
tion to voyaging between the eight planets 
in Toril’s solar system through Realm- 
space, players can dock al ports located on 
most of the planets. At these ports, ships 
are repaired, rumors heard, crew hired and 
jobs taken. Each world offers a unique set 
of port facilities, with bustling 'foril and 
its Waterdeep port, as the most active. 
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CHIPS & BITS CALL 800-753-GAME 

IBM MAC& AMIGAGAMES FOR LESS 

UPS Ground SS perorder.POBox,APO,FPO,S6perOrder.2Bu8lne6s Day AIrS7per Order. 

Europe Air Mall $1 2 First Item plus S6 Each additional Item. Air Mall to Canada S6 per Order. HI, AK, PH, Mall S7 per Order 


PO Box 234 
Rochester, VT 05767 
Fax 802-767-3382 
802-767-3033 
800-753-4263 



IBM SIMULATION 


IBM TRADITIONAL 


IBM SIMULATION 


Puzzle Gallery 1 Si 9 

Puzznic S25 

Rack'em SI 2 

Risk S21 

Risk WIN $26 

Sargon 5 S34 

Scrabble S24 

Scrabble Deluxe $26 

Scruples $28 

Shanghai! 2 $29 

Sharkey's 3D Pool S12 

Shogi Master $34 

Sierra Family Fun Pak S33 

Solitaire Royale $19 

Solitaire WIN $32 

Solitaires Journey $34 

Sorry $12 

Space Vegetables S10 

Spot $12 

Stratego $31 

Strip Poker 3 $31 

Strip Poker 3 DD 1-6 Each $19 

SuperTetris $29 

Swap $29 

Terminator Chess S34 

Tetris $15 

Tetris Classic S27 

Trump Castle 1 $25 

Trump Castle 2 $19 

Trump Castle 2 DD 1 or 2 $6 

Trump Castle 3 $34 

Turn-n-Burn $10 

Vegas Entrtnmnt Pak WIN $20 

Vegas Games Pak WIN $19 

Video Poker AlaCarle $34 

Video Poker Villa Crespo $19 

VideoPokerWIN $12 

Video Poker by Masque S12 

Virtual Reality Studio 2 $64 

Wayne's World $26 

Welltris $15 

Wheel of Fortune $6 

Wheel of Fortune 2 or 3 S9 

Wheel of Fortune Gold $15 

Word Tris $27 

World Champ Backgammon $24 
World Champ Cribbage S24 


IBM SIMULATION 


688 Attack Sub $19 

ATP Flight Simulator $29 

A.T.A.C $34 

A10 Avenger $46 

AlOTankKillerl.SEnh $34 

AH-64 Helicopter $46 

Aces Over Europe $46 

Aces Europe Mission Disk 1 $27 

Aces Europe Mission Disk 2 $27 

Aces of the Pacific $42 

Aces Pacific Mission Disk 1 $27 

Air Warrior $35 

Aircraft Scenery Design $35 

Allied Forces $12 

Armour Geddon $29 

Assignment Miami $37 

B1 7 Flying Fortress $39 

Battlefield 2000 $37 

Birds of Prey $32 

Blue Max Aces Great War $9 

Campaign Strategc Flight Sm $37 
Car and Driver $38 

Cardinal of the Kremlin $16 

Carrier Command $1 2 

Combat Classics $29 

Conqueror Multi Tank $16 

Crash Course $6 

Das Boot Submarine $12 

Design Your Own Railroad $29 

Dynamix Bundle 1 $39 


Elite Plus 

$19 

Scenery: Tahiti 

$16 

Eye of the Storm Fit Sim 

329 

Seal Team 

342 

FI 17A Stealth Fighter 

$42 

Search for the Titanic 

$27 

F14 Tomcat 

$19 

Secret Weap Luftwaffe 

$44 

FI 5 Strike Eagle 2 

$19 

Secret Weap Exp 1 P38 

S21 

F15 Strike Eagle 2 Seen 

$17 

Secret Weap Exp 2 P80 

$21 

F15 Strike Eagle 3 

$44 

Secret Weap Exp 3 He162 

$21 

FI 5 Strike Eagle 3 Aces Pak $52 

Secret Weap Exp 4 D0335 

$21 

FI 9 Stealth Fighter 

824 

Shuttle 

$26 

F22 Advanced Tactical Fghtr $39 

Silent Service 2 

$34 

F29 Retaliator 

$32 

Sky Chase 

$25 

F40 Pursuit Simulator 

$31 

Snd, Grphes & Arcrft Upgrad $27 

Falcon 3.0 

$42 

Stormovik 

$15 

Falcon 3 Sceni Fighting Tgr 

324 

Strike Aces 

$19 

Falcon AT 

$19 

Strike Commander 

$45 

Fire & Forget 2 

$30 

Stunt Driver 

$15 

Flight Planner 

$24 

Stunt Island 

336 

Flight Simulator 4.0 

$42 

Stunts 

315 

Flight of the Intruder 

815 

Tank 

$34 

Fly the Grand Canyon 

$45 

Task Force 1942 

$39 

Grand Canyon Scenery 

$16 

Team Yankee 

$32 

Great Naval Battles Exp Pk 2 $21 

Team Yankee 2 

$29 

Grt Naval Battles Seen Build 

828 

Test Drive 1 

$17 

Gun Boat 

$33 

Test Drive 2 

$30 

Gunship2000 

$39 

Test Drive 2 Muscle Cars 

$10 

Gunship 2000 Scenario Disk 

324 

Test Drive 2: The Collection 

$29 

Gunship 

312 

Test Drive 2:CA Challenge 

815 

Harrier Combat Simulator 

$6 

Test Drive 2: Euro Challenge 

$15 

Hawaiian Odyssey 

$22 

Test Drive 2;Muscle Cars 

$15 

Heatwave 

$25 

Test Drive 2:Supercars 

$15 

Heroes of the 357th 

$32 

Test Drive 3 

$29 

HoverForce 

$31 

Test Drive 3:Road & Car 

$17 

Hunt for Red October 

819 

Their FH Battlehawks Bundle $44 

Infiltrator 2 

$28 

Thunderhawk 

$21 

Japan Scenery Disk 

$22 

Thunderstrike 

$27 

Jet Fighter 2.0 

$39 

Top Gun Danger Zone 

$31 

Jet Fighter 2 Mission Disk 1 

$19 

Tracon 

S34 

Jump Jet 

$39 

Tracon 2 

329 

Knights of the Sky 

329 

Tracon 1 or 2 WIN 

$34 

LHX Attack Chopper 

$17 

Ultrabots Sanction Earth 

$37 

Land Sea Air 2 

339 

Velte 

$15 

Land SeaAirTrilogy 

812 

Virtual Reality Studio 

$54 

Life and Death 

819 

Voice Commander 

$18 

Life and Death 2 

$23 

Wing Commander 

339 

Lightspeed 

$9 

Wing Commander 1 Deluxe 

345 

Mantis Experimental Fighter 

839 

Wing Commander 2 

$45 

Mantis Exp Speech Pak 

819 

W C 2 Operation 1 

$27 

Maximum OverKill 

$44 

WC 2 Operation 2 

$27 

Maximum Overkill Mssn Dk 1 $28 

W C 2 Speach Mod 

$15 

Maxiumm Overkill Mssn Dk S 

1328 

W C Secret Mission 

$19 

MegaFortress 

312 

W C Secret Mission 2 

$19 

Megafortress Mega-Pak 

$38 

Woifpack 

$15 

Megafortress Miss Disk 

$26 

X-Wing 

$46 

Megafortress Miss Disk 2 

826 

Yeager’s Air Combat 

$38 

Miami Enforcer 

$39 



Mig 29 Fulcrum 

Orbits 

$32 

$37 

1 IBM HINT BOOKS I 

Power Politics WIN 

334 



Pacific Islands 2 

$30 

A-Train 

816 

Power Boat Simulator 

$39 

Advent Willie Beamish 

$10 

Privateer 

$49 

Bard's Tale 1-3 Each 

310 

Rapeon 

$29 

Buck Rogers Countdown 

310 

Reach for the Skies 

$31 

Castle of Dr Brain 

$10 

Red Baron VGA 

336 

Champions of Krynn 

$10 

Red Baron Mission Builder 

$24 

Civilization 

$16 

Red Storm Rising 

$14 

Codename Iceman 

$10 

Road & Track Grand Prix U 

337 

Colonel’s Bequest 

$10 

Sailing Simulator CGA 

$39 

Conquests Robin Hood 

$10 

Sailing Simulator VGA 

$42 

Countdown 

$10 

Sailing S East Cst Voy CGA 

334 

Curse of the Azure Bonds 

$10 

Sailing S East Cst Voy VGA 

$39 

Dark Queen of Krynn 

$10 

Sailing S West Cst Voy CGA $34 

Darklands 

$14 

Sailing S West Cst Voy VGA 

$39 

Darkspyre 

$10 

Sailing Instrclr Pack CGA $199 

Death Knights of Krynn 

$10 

Sailing Inslrctr Pack VGA $239 

Dragon Wars 

810 

Scenery Collection Set A 

$37 

Dragons of Flame 

$8 

Scenery Collection Set B 

337 

Drakkhen 

$10 

Scenery Colitn California 

$37 

Dungeon Master 

$10 

Scenery Collin Great Britain 

$37 

Dynamix Great War Planes 

$16 

Scenery Enhancement Editor $21 

EcoQuesl Search For Cetus 

310 

Scenery: Hawaii 

$16 

Elvira 1 or 2 

$10 


'CAR&DRIVER' 

lets you test drive 
10 of the best per- 
formancecarslike 
the Porshe 959, 
Shelby Cobra, and 
FerrariTeslarossa. 
FeatureslOdiffer- 
ent tracks, bit- 
mapped land- 
scapes, drive in 
any direction on or 
off road, head to 
head competition 
via modem, in- 
stant replay with 
multiple views, 
and Hi-res 256 
colorVGA. S38 


'LiNKS386PRO’ 
Offers SUPER 
VGA graphics 
and advanced 
features designed 
for your 386 or 
486. New fea- 
tures include 
computer oppo- 
nent, save game 
option that allows 
your friends to 
play against you 
in an existing 
game, pre-re- 
corded games 
from worthy oppo- 
nents, and many 
game modes. S3 5 


'MAXX COBRA 
FLIGHTSTICK' 

brings together 
the thrill of a joy- 
stick and the ver- 
satility of the key- 
board, Features 
molded casing for 
left or right 
handers, / button 
pistol grip joy- 
stick, 25 program- 
mable functions, 
exact auto-cen- 
tering, and true 
circular direc- 
tional control. 
Game port not 
necessary. S54 


VISB&MC Accepted. COOsSS. Checks Held4 Weeks. Money Orders TrcatedasCash. 
Most Items Shipped Same Day. Shipping llmesnot guaranteed. Check compatibility 
before youbuy. Delectlvesreplacedwith same product, Prlce& availability subject to 
change.All Sales Final. 







Catapults and Kilrathi 

Ship-to-ship combat occurs only when 
another vessel is encountered in wild- 
space. This portion of SJammer loosely 
resembles the format used in Wing Com- 
mander, with bitmapped vessels and pro- 
jectiles zooming about the game screen. 
But while Wing Commander allowed 
players to move in three dimensions 
(up/down, lefi/right, forward/back), 
SJammer restricts players to a level play- 
ing field, as if all of the vessels sailed on 
an invisible sea: no diving or climbing 



allowed, Combat usually involves only 
the player’s vessel and one enemy, al- 
though about hal f of the ships encountered 
during this reviewer’s sojourn into Realm- 
space were non-hoslile. If the enemy ship 
does prove to be hostile, a number of 
weapons are available for taking the fight 
to the enemy. Ship-mounted ballistas, 
catapults, jettisons (useful for clearing 
crew from the deck of an enemy ship), and 
bombards (crude cannons) are available 
Ibrslrikingdown foes. In addition, players 
can attempt to shear the rigging from an 
enemy ship (slowing it down), or can even 
physically smash the enemy into space 
debris by ramming. Finally, a grappling 
option allows gamers to close with an en- 
emy ship and board it. Once successfully 
grappled, the game shifts to the boarding 
combat screen. 



Bash ’em and Thrash ’em 


The boarding combat segment appears 
much like a stripped-down version of Ul- 
tima VI, with an isometric overhead view 
displaying all of the action. At the start of 
combat, the player’s characters (also called 
olllcers) and crewmen (0-level soldiers) are 
scattered across the gamescrcen (which usu- 
ally consists of a ship’s deck, the tunnels of 
a dwarven space-fortress or some other lo- 


cale). Each officer is represented by a sin- 
gle on-screen character, while crewmen 
are displayed as a soldier figure with a 
number hanging at his feet ranging Irom 1 
to 5, indicating the number of soldiers 
represented by that figure. The player can 
control each of his officers and crewmen 
by accessing a bank of icons located in the 
upper right corner of the screen. Charac- 
ters can be directed to move, cast spells, 
view inventoiy, be placed under computer 
control, and even can parley with the en- 
emy. In true AD&D style, each of the 
combat turns consists of a collection of 
short rounds in which combat lakes place. 

1 found this segment of SJammer to be the 
most enjoyable, with plenty of tactical op- 
tions and maneuvers to liy with one’s as- 
sembled forces. At times, combat can be 
overly tedious and time-consuming (with 
large numbers of units on both sides); fans 
of miniature wargaming will welcome the 
detail and tactical options. 

The SpcIlJamnier’s 
Prime Directive 

Most of SJammer involves ferrying 
cargo from planet to planet for a fee, pick- 
ing up an odd mission or two along the 
way. Only by tackling as many missions 
as possible (and by avoiding space combat 
like the plague) will players have much 
hope of advancing beyond the first por- 
tions of the game. Finding larger, more 
powerful vessels with which to carry one’s 
intrepid band of swashbucklers through 
Realmspace is essential; massive ships 
such as the Man-O-War, Hammership and 
the awesome Neogi Dealhspider are re- 
quired equipment for finishing the game. 

SJammer begins by offering players a 
few scattered missions here and there to 
build up a surplusage of funds and experi- 
ence. As the game progresses, more chal- 
lenging obstacles such as defeating space 
pirates, raiding slave trading vessels and 
exploring ancient dwaiven space-for- 
tresses will help prepare players for the 
ultimate goal: defeating the evil Neogi, 
who have planned to unleash a vicious 
campaign of brutal conquest across the 
solar system if the player fails. 

Lost in Realmspace 

As challenging as completing the game 
was, getting 5Jr7/J7/;?er to work properly on 
my machine was an even greater chal- 
lenge. My first attempt at playing SJam- 
mer resulted in the program locking up 
immediately after the copy protection had 
been correctly entered. SSI’s technical 
support stated that the first version of 
SJammer ( 1 .0) was having trouble running 
on some systems, so they shipped me a 
patch disk to upgrade the program from 
version 1.0 to 1.1. Installing the patch 
fixed the loading problem, but left open a 


host of other less-important (though an- 
noying) defects. First among these foibles 
was the lethargic hard-drive performance. 
Some of the simplest actions in the game, 
such as generating a set of six, two-digit 
character attributes, caused the hard-drive 
to spring into action for several seconds. 
Loading a saved game often look more 
than a solid minute of continuous hard- 
drive operation. From loading the program 
to entering combat, SJammer is sure to 
give the oT hard-drive a workout. 



In addition to the albrementioned hard- 
drive problems, SJammer suffers from a 
host of other minor defects. During boarding 
combat, 1 discovered my characters (includ- 
ing those under computer control) to 
strangely unready their weapons in the face 
of combat. Spellcasting has its share of prob- 
lems, loo: on several occasions 1 found char- 
acters with a sudden bonus of more than 200 
first level spells, all of which were available 
to be cast and used. Even the inventory of 
my characters wasn’t safe, with the com- 
puter often renaming a character’s 
“Longsw'ord +3" as a non-magical 
Longsword in the heat of battle. With all of 
these problems, one can’t help but think that 
SJammer was rushed out the door to meet 
tlie Christmas buying spree without a suit- 
able amount of beta-testing. 



As it stands, SJammer is a product w'ith 
a good deal of promise, thwarted by an 
unfortunate number of defects. AD&D 
role-playing stalwarts w'ho can look past 
the problems and enjoy SJammer as an 
alternative to the usual SSI AD&D prod- 
ucts should find the game to be an enjoy- 
able one. As lor the rest of the gaming 
public, SJammer is still a few updates 
away from being a product worth playing, 
cevv 
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Computer Gum'mg Work! 



CHIPS & BITS CALL800-753-GAME 

IBM MAC&AMIGAGAMES FOR LESS 

UPS Ground SSperorder.PO Box, APO,FPO,S6 per Order. 2 Business Day Air $7 per Order. 

Europe AirMallSI 2 First Item plus S6 Each additional Item. Air Mall toCanadaSSperOrder. HI, AK, PR, Mail $7 per Order 


PO Box 234 
Rochester, VT 05767 
Fax 802-767-3382 
802-767-3033 
800-753-4263 


IBM HINT BOOKS 


Eye of the Beholder S10 

Eye of the Beholder 2 or 3 S1 2 

Fascination $10 

Free DC $10 

Gateway Savage Frontier S10 

Gobliiins S10 

Gold Rush $10 

Gunship2000 $16 

Harpoon $16 

Heart of China $10 

Hero's Quest 1-3 Each $10 

Hilisfar $8 

Immortal $10 

Indy Jones Grfx Adv $10 

Indy Jones 4 Fate Atlantis $10 

Island Of Dr Brain $10 

Jelfighler2-0 $16 

Keef the Thief $10 

King's Quest 1-6 Each $10 

Knights of Legend $10 

Laura Bow 2 HintBook $10 

Leisure Suit Larry 1 -5 Each $1 0 

Lemmings w/disk $21 

Loom $10 

Lord of the Rings VI $10 

Lord of the Rings V2 $6 

Lost Files Sherlock Holmes $10 

Lost in LA $10 

LucasArts Adventure Book $16 

LucasArts Air Combat Strat $16 

Magic Candle 1 or 2 $10 

Manhunter New York $10 

Manhunter San Francisco $10 

ManiacMansion $10 

Martian Dreams $13 

Matrix Cubed $10 

Mean Streets $10 

Mights Magic 1 $10 

Mights Magic 1S2 $16 

Mights Magic 2 $12 

Might S Magic 3-5 Each $1 6 

Off Book Leisure Suit Larry $1 2 

Off Book of Ultima 2nd Ediln $15 


Off Bk Roger Wilco’s Advntrs $1 2 


Off Guide of King's Quest $10 

Off Book of Police Quest $12 

Patriot $16 

Phantasy Star 3 $14 

Planet’s Edge $16 

Police Quest 1-3 Each $10 
Pool of Radiance $10 

Pools of Darkness $12 

Power Monger Strategy $16 
Powermonger $10 

Quest For Clues 2-4 Each $21 
Quest for Glory Strategy Gd $19 
RUNS Issue #1-19 Each $6 
Railroad Tycoon $10 

Railroad Tycoon Off Guide $10 
Rex Nebular Cos Gen Ben $14 
Rise of the Dragon $10 

Savage Empire $10 

Search for the King $10 

Secret Monkey Island 1 or2 $10 
Secret Silver Blades $10 

Sentinel Worlds 1 $10 

Shadow Sorcerer $10 

Simcity/Simearth Book $20 
Simearth $16 

Simlife Official Strategy $16 
Space Quest 1-4 Each $10 
Spellcasting 101 $10 

Spellcasting 201 $10 

Star Trek 25th Aniv $10 

Stadlight 1 or2 $10 

Strategy Plus Issue 12-26 $5 

Stunt Island $16 

Summoning $16 

Tales MagiciProphecy Shad $12 
Time Quest $10 

Treasures Savage Frontier $10 





'GEMINI JOYSTICK' featuresafull size handle, 6large tactile 
buttons, dual axis trim adjustors for precision control, turbo fire, 
4 stabilizing suction cups, & testing disk. Fully compatible with 
high speed PC’s (PC, XT, AT, 386, 486, & compatibles). S24 


DREADNOUGHTS 

accurately models 
the looks, specifi- 
cations and tactics 
of fighting fleets 
during the great 
age of the battle- 
ship. Includes 7 
scenarios such as; 
Coronel (1914), 
Falklands(1914), 
Jutland (1916) 
and Dogger Bank 
(1915). Features 
a menu interface 
for entering com- 
mands, external 
3D view, & hidden 
movement. $42 


visa &MC Accepted. CODs$S. Checks Held4 Weeks. Mon0y Orders TrealedasCaah. 
Most Items Shipped Same Day. Shipping times not guaranteed. Checkcompaiibilily 
beforeyoubuy.DelectivesreplacedwithsBmcproduct.PrlceiavallablJIlysubjectto 
change.All Sales Final. 


Second 

Coriflicl:" 

The Galactic ConRlcl Continues... 


'SECONDCON- 
FLICT' isagame 
ofinterstellarstrat- 
egy&conquestfor 
windows. Control 
all aspects of the 
economy, military, 
and civilian popu- 
lation. Allocate re- 
sources to pro- 
duce battleships, 
planetary de- 
fenses, stealth 
ships, transports 
andmissiles. Fea- 
tures multiple hu- 
man & computer 
players, & a sce- 
nario editor. $34 


IBM HINT BOOKS ■ IBM ARCADE 


Tunnels & Trolls $16 

Twisty History Hint book $10 

Ultima 4-7 Each $10 

Ultima Underworld Stg Abyss $10 
Ultima 7 and Underworld $16 

Ultima Avatar Adventures $16 

V for Victory $16 

Wasteland $10 

Wizardry Cosmic Forge $12 

Wizardry? $12 

Yeager Air Combat Handbk $16 

1 IBM ARCADE 1 

Airborne Ranger 

$9 

Aliens Ate My Babysitter 

$32 

Amazing Spiderman 

$9 

Arlura 

$4 

Back to the Future 2 or 3 

$15 

Bar Games 

$10 

Bargon Attack 

$24 

Bart Simpsn House Weirdnes$31 

Batman Gaped Crusader 

$28 

Batman the Movie 

$24 

Battle Storm 

$32 

Cogito Windows 

$38 

Combat Classics 

329 

Cool Croc Twins 

$24 

Crackdown 

817 

Crazy Cars 

325 

D-Generalion 

$32 

Dark Century 

327 

Day of the Viper 

$19 

Dig Dug 

36 

Double Dragon 2 

$15 

Double Dragon 3 

$12 

Dragon's Lair 2 Time Warp $34 

Dragon’s Lair 3 

$34 

Dragon’s Lair Esc Singe Cast $34 

Fast Track 

$25 

Freakin Funk Fuzzballs 

319 

Galactic Conqueror 

331 

Galactic Empire 

$27 

Galaxian 

S6 

Gauntlet 1 or 2 

S9 

Gobliiins VGA 

$24 

Gold of the Aztecs 

$29 

Guy Spy 

$29 

Hard Drivin' 2 

338 

Home Alone 

$27 

Hyperspeed 

$34 

KillingCloud 

319 

King Graham Board Games $9 

Knight Force 

$29 

Laffer Utilities 

$21 

Larry’s Casino 

39 

Laura Bow Parlor Games 

$9 

Monty Python 

$15 

Ms PacMan 

$6 

Ninja Gaiden 2 

$12 

Ninja Rabbits 

$10 

Nova 9 

$21 

Oil’s Well 

$12 

Out Run 

$28 

Pac Man 

$9 

Paper Boy 2 

$27 

Pipe Dream 

$19 

Pit Fighter 

322 

Power Hits: Battletech 

$32 

Power Hits: Sci FI 

$32 

Punisher 

$9 

Quix 

$25 

Rampage 

$28 

Roger Wilco Space Games 

$9 

Rollerbabes 

$25 

Rotox 

$20 

Savage 

$19 

Sierra Arcade Bundle 1 

$24 

Silpheed 

321 


SimpsonsThe Arcade Game $31 


Space Ace 1 or 2 $34 

Space Wars $37 

Speedball2 $25 

Stellar? $21 

Super Off Road 812 

Super PacMan 89 

Super Space Invaders $25 

Swamp Gas Windows 838 

Take-A-Brk Crossword WIN $29 
Take-A-Brk Pinball WIN $29 

Take-A-Break Pool WIN $29 

Teenage MNT Manhattn Mn $31 
Teenage Mutant Ninja Turtles$25 
Tengen's Arcade Hits $25 

Terminator $34 

Tetris Classic WINDOWS $27 

The Tinies 829 

Thexder1or2 $15 

Treasure Trap $10 

Tristan Pinball $34 

Turbo Outrun $17 

Viking Child $32 

Volfied $24 

Wild Streets $31 


IBM CD ROM 


12 Roads to Geltsyburg WIN $48 


7th Guest $56 

A Christmas Carrol $18 

Advent Willie Beamish $45 

Aesop's Multimedia Fables $32 

Battle Chess WIN & DOS $46 

Buzz Aldrin Race Space $59 

Campaign $35 

Capstone Game Collection $45 

Chessmaster 3000 $46 

Conan $21 

Cyber Space $38 

Don Quixote $32 

Dune $35 

El Grito Del Jaguar WIN $46 

Fascination WIN $39 

Fatty Bears Birthdy Surprise $38 
Gofer's Winkel Advet WIN $35 

Guy Spy $29 

Impersionist Sources WIN $69 

Jack and the Beanstalk $34 

Jones In The Fast Lane WIN $42 
Jungle Book Win 334 

King’s Quest 5 WIN $42 

King's Ransom $38 

Legend of Kyrandia $49 

Library of Art: Renaissance $60 

Loom S48 

Lost Treasures Infocom 2 $46 

Lost Treasures of Infocom $46 

Mantis Experimental Fgtr $45 

Multi Media: Vivaldi WIN 834 

Omar Sharif Bridge $46 

Putt Putt Joins the Parade 342 

Rodney’s Funscreen $46 

Secret Monkey Island $39 

Secret Weap Luftwaffe $46 

Sherlock Holmes Consul Det $44 
Shuttle $24 

Space Quest 4 WIN $42 

Spirit of Excaliber $21 

Star Child $32 

Star Trek 25Anv $46 

Stellar 7 WIN $42 

Team Yankee 2 $29 

Ultima Bundle $59 

Where in the World Deluxe $66 

White Horse Child $32 

Wing Commander 1 Deluxe $45 
Wing Commander & Ultima 6 $60 
Wing C & Ultima Undrworld $60 

Wolf Pack $39 

Wralh of Ihe Demon $29 
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Psygnosis’ 

Shadow of the Beast III 
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B eginning life as a side-scrolling ar- 
cade feast featuring bright colored 
backgrounds, smooth animation 
and superb multilevel parallax scrolling, 
the Beast series from F.sygiiosis has taken 
Aarbron. and the player, from a beast him- 
self to a clone of that intrepid adventurer, 
Indiana Jones. In the third and Unal game 
in the Beast trilogy — Shadow of the Beast 
III — Aarbron looks like a shiitless Indy 
with backpack and a rather comical hat 
reminiscent of those donned by members 
of a barber shop quaitct. 

He’s Such a Beast 

The original Shadow of the Beast began 
the trilogy with Aarbron enslaved by the 
Beast Lord as a tormented servant in beast 
form himself, programmed by will-sap- 
ping drugs. After regaining control, Aar- 
bron sought revenge on the death of his 
father and his own torment. 

When Shadow of the Beast // arrived, 


by Chuck Miller 


Aarbron’s appearance had changed to that 
of a Cro-Magnon man. This lime, how- 
ever, his mission against the Beast was the 
rescue of his infant sister; a more satisfy- 
ing and higher goal than revenge. 

Now, in Shadow of the Beast III, Aar- 
bron’s goal is to strike the final blow and 
rid the world of the Beast once and for all. 
With the help of a magician named 
Rckann, Aarbron must locate four items 
that will enable him to face and destroy the 
Beast. 

Beast Your Eyes... 

Anyone who saw the original Shadow of 
the Beast remembers the beautiful graph- 
ics and exceptional parallax scrolling it 
offered. It is still, in my opinion, the best 
of the Beast series in appearance and play. 
With Shadow of the Beast II came more 
advanced puzzles than those offered in the 
first game. However, it also exchanged the 
bright colors and superb parallax scrolling 
of the initial product for dark, ominous 
tones and more simple parallax effects 
with bi-directional scrolling. In an effort 
to combine the best of both previous re- 
leases, Shadow of the Beast III incorpo- 
rates the brighter colors and multilevel 
parallax scrolling of the original and the 
more advanced puzzles o{' Beast II. The 
results, I believe, arc mixed. 

While backgrounds in Beast III are more 
colorfully appealing than those in the pre- 
vious release, the foreground and charac- 
ter colors are still loo dark and drab. They 
need more pizzazz. Granted, the design 
called for a sinister feel, yet “sinister” 
doesn’t necessarily require muted, heavy 
shades to convey its message. Still, the 
graphics are very good overall and the 
improvement in the parallax effect comes 
across well, while maintaining bi-direc- 
tional scrolling. 

...And Beast Your Ears 

As usual, the musical accompaniment is 


excellent. There is no lack of quality mood 
music in Beast III. Kxceptional sound- 
tracks have become a hallmark of the 
Beast series as well as almost all 
Psygnosis releases, and the tradition, 
thankfully, continues. Digitized sound ef- 
fects are also very good and realistically 
reproduced. 



A Puzzled Beast at Best 


As did most players, 1 found the puzzles 
in Shadow of the Beast II far too difficult. 
This criticism has been addressed by the 
programmers to a limited extent. Accord- 
ing to the documentation, the puzzles in 
Beast III begin “very easy” and become 
“gradually more difficult” as the game 
progresses. 'I'hat the initial puzzles are 
veiy easy, 1 will gladly concede. However, 
I would not classify the increase in diffi- 
culty as all that gradual. They appear to 
shift from easy to difficult very quickly. 
Apart from the first few puzzles in each of 
the four main sections of the game, the 
puzzles are still too difficult overall, espe- 
cially when failure to correctly solve one 
results in the need to start the level over 
again — from the beginning in many cases. 
Some puzzles are still difficult enough that 
many players will give up before finishing 
the game. 

The Beast of Your Worries 

While Shadow of the Beast HI has much 
to commend, it still suffers from some 
problems that have followed the series 
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IkuNDER Board. PC games like 

YOU’VE NEVER HEARD THEM REFORE 


Lend us your ear. And we’ll sniff it widi a calibre of sound 
that’s ears ahead of the competition. 

Inti-oducing Thunder Board'" from Media Vision. 

No other sound card out there today can soar to such 
incredible heights. Or plunge to such awesome lows. 

And Thunder Board’s dynamic filtering means dynamite 
sound. Higher fidelity. Bigger ka-booms. And more 
bang for the buck. 

Our guarantee is diat we put the quality where your 
ears are. And the money where our moudi is. In fact, 
we’li refund your money if you don’t agree I'hunder 
Board is the best sound board for your PC games. 

In addition, with Thunder Board you get diree free PC 
action g-ame samplers: Nova 9'", Lemmings'", and Lexi-Cro-ss!" 
Plus, free Thunder Master'" software diat lets you record and 
edit sound files with a Wave Fonn Editor. 

And Thunder Board is fully compatible with all 



the newest PC games. Plus 100% compatible with 
AdLib’" and Sound Blaster " applications-to support 
the largest library of games possible. 

What’s more, Thunder Board has breakthrough fea 
lures to let you break all die sound baniers. Like twice 
the Digitized Audio Playback and Recording Capability 
at an e.xplosive 22kHz-<;ompared to the competition’s 
puny 1 IkHz. 

Also, you get a squadron of powerful e.xtras. Like a 
Joystick Port. Headphone JacL An 1 1 Voice FM 
' Music Synthesizer that lets you score music as well as 
score points. And a Power Amplifier with built-in Volume 
Control, so you can have yourself a real blast-without blast- 
ing the neighbors. So take oft-for a dealer near you. And go 




Siena On-Lhic^ Elect! onics Arts Brodcrlmnd Sofiviare 

Conquest of the Longl'cni’* PGA Golf Tour Prince of PersiiP 


For the name of a Thunder Board dealer or simply some good sound advice, call Media Vision. 1-800-845-5870. 

Media Vision, 47221 Frctnoiu Bouitvaid, Fremont, C^A 94538. 5IO-770-86!l(), F'AX: 510-770-9592. Media Vision, Thiitulcr Board, 
and 1 Rundcr Master arc trademarks of Media Vision, Inc. All other tr.idcmark.s arc tlic property of ihcir respective coiiip.inics. ©I 992, Media Vision, Inc. 

* Circle Reader Service # 7 / » 



through from the beginning, l-'or starters, 
disk-based copy protection is still em- 
ployed. As such, Beast III cannot be in- 
stalled on a hard drive. What makes this 
all the worse is lhaidisk access is painfully 
slow, even on an Amiga 3000. Mix this 
with the traditional “death scene” (which 1 
quickly tired of being forced to view) and 
most players will add numerous gray hairs 
before they ever finish the game. Loading 
and reloading time is too slow from lloppies! 



Documentation, while barely adequate, 
is like that provided with most Psygnosis 
products — so brief it is a joke. What is 
supplied in 20 pages (in verj' large type) 
could have easily fit onto a single two- 
sided quick reference card. This has been 
a longstanding problem that Psygnosis is 
aware of, but has failed to address. 

Shadow of the Beast III also suffers from 
one of the same fallings of many arcade 
adventures — a lack of any save feature, 


This is understandable in a coin-op prod- 
uct. It is, however, unacceptable in a prod- 
uct for home use. 1 have grown tired of 
playing and replaying the same section of 
a game over and over 20 or more times, 
simply to have yet another unsuccessful 
try at the same puzzle. Why designers of 
arcade games cannot fathom the term 
“save game” or provide a means to do so 
is beyond my comprehension, is this too 
much to ask? 

The Beast Thing Going? 

From the start, the Beast games have 
been popular products. Yet, 1 wonderiflhe 
key to their popularity lies more in their 
“look and feel” than in their play. As men- 
tioned above, Shadow of the Beast III is 
the third and last game in this series. Per- 
haps it is best that the Beast is finally being 
laid to rest. True die-hard joystick jockeys 
who thrive on an intense, relentless on- 
slaught of digital opponents, and who do 
not mind replaying the same level to ex- 
cess until an offending puzzle is solved 
will probably love it. Ilowever, average 
gamers may find the game overly frustrat- 
ing and even annoying to play. 

Unfortunately, Shadow of the Beast III, 
in my estimation, provides more glitter (it 
does have that Psygnosis charm) than 
gold, falling low on the playability scale 
with the reward for playing insufficient to 


the effort required. In fact, I experienced 
the same love/hate relationship with Beast 
HI as I did with Electronic Arts’ The 
Immortal, another game sporting superb 
graphics, audio and atmosphere, but with 
a frustration level loo high to enjoy play- 
ing it for any length of time. While some 
may think that I am being overly hard on 
this product, I have simply grown tired of 
arcade games that punish the player rather 
than reward them for their efforts. 



COMP UTER 


BASKETBALL 


IBM • APPLE II 


THE MOST REALISTIC STRATEGY/SIMULATION 
COMPUTER GAMES ON THE MARKET TODAY! 

COURT-SIDE COLUGE BASKETBAU 

Included are 286 teams from the most recent season and 70 ali-time greats 
• Player statistical accuracy from ability to lire and foul to overall 
contribution factor • Stats compiler • You determine style of play, 
whether to press or use 45 second clock, weather game played at home 
court or neutral site and much more! 

BASKETBALL - THE PRO GAME 

You're the coach and you choose line-ups. shot selecuon, style of play and 
much more • Slats compiler • Full team and individual player stats kept for up 
to an 82 game schedule • All players rated by actual statistics and tendencies • 
25 current teams and over 190 great teams from the past included! 

ORDER TODAY! Mail check or money order for $39.95 each for Apple II and C-61 
or $‘19.95 for IBM. You may call in and order with VISA or Master Card. 
Please add $3,00 for shipping and liandling. 

For more information, call or write for a free brochure. 
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If one lives and dies by the joystick, 
enjoys facing near-insurmountable odds 
and lakes relish in repetitive play, go 
ahead and drop the bucks on Shadow of the 
Beast III. Otherwise, the player should rest 
his or her joystick finger until something 
more rewarding comes along. There is no 
sense in turning oneself into a beast just to 
play it. cGw 


LOOKING FORASPORTSTITLE? 
CALL FOR CURRENT PRICING AND 
SAME DAY SHIPPING. 



THE PLAYBOOK OF SPORTS-RELATED SOFTWARE 


If you're a computersporls fan, you wont to know whatsoftwore is available, howsimilar 
life (ompore, nod you wont the lolest releases ot olirnefive prices. Hinl's why our 
complete Piaybook describes dozens of strategic simulations, ^^nwesome oction 
games, ond specialized utilities from little known sources. We MMm want to be your 
source for hi-tech snorts . Ike Piaybook is free withnll phone and mail orders. 

Or simply send $1.00 for your copy todny! , 


P.O. BOX 100594 • NASHVILLE, TN 37224 615/366-8088 


ACTION 
CALENDARS 
CARD COUEaiNG 
GAMES 
HANDICAPPING 
TRIVIA 
SIMULATORS 
STATISTICS 


CereBel 

800 747-0908 * 61 7 576-6700 

675 Moss Ave • Cbmbrld»MA6Z139 



TAKE YOUR BRAIN OUT TO THE BALLGAME 
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ZERO’S & ONE’S PC WAREHOUSE 

6472-B Windy Road, Las Vegas, NV 89118 
(800)788-2193 (orders) 8-6 M-F, 9-4 Sa 
(702)897-1571 FAX*‘* (702)897-2797 Tech Support 
ALL IBM COMPATIBLE 



■DELETE" WINTER DOLDRUMS, 
•INSTALL" MULTIMEDIA HARDWARE, AND 
■INSERT" NEW AND EXCITING GAMES ! 


Ask About 

A Sweetheart of a Deal on 

COMPUTERSTARTER KITS 


MM HARDWARE 
SOUND BOARDS 
FLIGHT STICKS 
RUDDER PEDALS 
MODEMS 
VIDEO CAPTURE 
BOARDS 

EDUCATIONAL 

SOFTWARE 



ENTERTAINMENT 

SOFTWARE 


Save the Prince 
or Princess with our 
state of the art 
adventure games. 


* 


Flight Si m 
&War 
GAMES 


Adventure 

And FUN !! 

in 

Learning ! 


Come FLY 
with our 
large 

selection of 

FLIGHT 
SIMS ! 



CA LL For Pricin g & Availability. 


BOARD 

CASINO 

CARD & 

SHOW 

GAMES 
* * * 

WINDOWS 
PROGRAMS 
..a.ji..d.. 
UTILITIES 
..a.ji..d.. 
GAMES 
* * * 

CD ROM 
Drives & 
Software: 

° Art Files & 
Programs 

® Education 
® Games 
® Research 
® Shareware 
° Utilities 


HOME, 
MUSIC, 
OFFICE, 
PAINT AND 
PRINT 
SOFTWARE 

SPORTS 

Baseball 

Basketball 

Football 

Golf 

Soccer 

Summer games 
Winter games 

4: 4: 4: Ik 

WA* 

Call or Write 
for full 
Price List. 
Wide range 
of MM and 
Entertainment 
Hardware, 
CD ROMS, 
and 

Software. 


Pncesand availability subject to change. All sales final. We do not guarantee compatability. All sofNsere is factory fresh and 
unopened. We are not responsible for manufacturer's defects. Contact publisher regarding defects Shipping- 1st game $5' a' 
games add $1 each in Cont. US. 2nd Day Air $6 1st game, add'l games add $1 each in Cont.US COD add $4. All prices are I 
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S lcp I'igilt in and warm up by ihc fire. 
Winter is still with us. even if il is 
gelling on towards March. And al'ler 
March comes April, that time when a 
young man's lancy turns to thoughts of 
boo/.e, babes, and bashes (at least it does 
if you're Steve Meretzky. hehe). I'hai’s 
right, the lime of Spring Birakl 
Yes folks, he's baaaaack! Everyone's 
favorite nerd sorcerer. Ernie Eaglcbeak. 
This time, though, the books and class- 
rooms are left far behind as Ernie and his 
Hu Della Phart brothers live il up at Fort 
Naughtylail during Spring Break in Leg- 
end's Spcllcasling 301 . 

Well, maybe "living il up" isn't quite the 
phrase. See. there's another fral from an- 
other school. the GettaLoda Yu boys, who 
don't want the HDPs on the beach (or 
anywhere else). So. a curvticeous blonde, 
calling herself The .ludge. sets up a bunch 
of contests for the rivals. Whoever has the 
most points at the end is "King Of The 
Beach" and whoever loses has to pack up 
and go home. 

Since the GLYs arc athletic studs, and 
HDPs are mostly brainy nerds, the Yus 
look like a shoo-in. ..unless, of course, our 
boy Ernie works his magic tricks to. 
unimm. give he and his frat brothers a little 
edge. Okay, it's cheating, but hey. it's for 
a good cause! 

Gelling to Fort Naughtylail is half the 
fun. since Ernie isCarpetmaslerand drives 
the magic caipel to the resort. It's not hard 
if he folhws the directions (part of the 
game's Seepy...err, CP. or copy protec- 
tion. hell). Just 'cause there's a few mal- 
functions along the way doesn't mean they 
won't get there. Ernie .siinjily throws a 
little something off here and there, that's 
all. Of course, he's gonna have to track all 
that stuff down later, but think of it as a 
good way to see the sights (and he should 
find those things as quickly as possible). 

Anyway, il isn't long after anival that 
the HDPs and GLYs have their first con- 
frontation. Ernie Just needs to lighten up a 
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As told by Savpia 


bit so the HDPs come off looking like 
champs. Then The Judge pops up. goes 
into her act. and everything is set for the 
contests. 

This is where il gels tricky. Time is 
important throughout the game. Ernie bet- 
ter keep his eye on the clock, so he doesnT 
miss any events... or even things that go 
on between the events. And he better not 
be loo far from his room (with its delight- 
ful view of the dumpster) late at night; the 
boy starts to gel tired around 10:30 PM. 



Also, there's lots of stuff to pick up, but 
only so much can our hero carry at once. 
Some of it has to be stored in some con- 
venient location until it's needed. Fortu- 
nately. most items (outside of spells) only 
have to be used once, so after something’s 
been used, it can be dumped and forgotten 
(but Ernie may need that shovel twice). 

Ernie has to buy some items along the 
way. and his money may start to run out 
pretty fast. Then he'll have to try his luck 
at the Casino. Looks like a pretty crooked 
place to me; Ernie oughtta straighten il out 
before he gambles his gold away. Just 
keep in mind that even in an honest game, 
he can have bad luck (ya can't save in the 
casino, so if Ernie is making a pile, hop out 
now and then to stive the game). 

1 should mention the cops. Anytime 
something gets smashed or broken, you 
know who they're gonna tab for a "cellu- 
lar" vacation. Right, our hero! This could 
happen maybe seven times (or less). So 


Ernie has to be prepared. Each lime he gels 
nabbed, there's a way out.. .but il only 
works once. There’s no special order here, 
it's just whatever Ernie has in the way of 
spells or items at the time. Jailbreaker's 
choice <grin>. 

Just to make things even more interest- 
ing. there’s a special spell ihtit changes 
other spells. So when Ernie grabs that one. 
he should fool arounti (save the game 
Hrsl!) and see what happens when he uses 
il. Some of those "transmuted" spells arc 
gonna be important later on. 

Now. it gets hard. There are things Ernie 
needs to do between contests, but exactly 
when is another matter. So I'll just indicate 
the deadline in a general way and Ernie 
can squeeze il in wherever he Inids the 
lime in his busy schedule. 

All right. The first contest is Sunday 
night, so that gives Ernie lime to walk 
around, check things out. and buy a few 
items (don't pass up any spells), not to 
mention. Find as much as he can of the stuff 
he dumped from the carpet. Speaking of 
the Sunday night Kick-Off Parly, nothing 
attracts women (at least the women around 
here) like studs. 

With the HDPs winning the first contest 
easily. Ernie can get to work on the Sand- 
castle Contest Monday afternoon. Since 
the contest is judged at 1 PM, early arrival 
is advised so our boy can give Sid a little 
help. 

Sometime between Monday afternoon 
and Tuesday morning, the bridge has to be 
fixed, and any lime before Tuesday night. 
Ernie has to visit Hillary Tickingclock (we 
all remember Hillary the Inexhaustible, 
right?). Save time: cion '/ buy a ticket from 
the dispenser. 

Also, some lime before Tuesday night. 
Ernie's gonna have to get into that myste- 
rious mansion. You know, the one with the 
dog at the gale. Good thing it's the other 
side, from the look of him. 1 have a haunch 
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that being nice couid do Ernie a hole lot of 
good (hell). 

Once inside. Ernie should see about 
making the place more cheerrui; all this 
blue stuff is. well, kinda depressing, eh? 
There's hardly any real color around here. 
And when Ernie gets downstairs, he 
should pay close attention to what's down 
there {besides the lady, that is). 

Speaking of color, there's the Huemaze. 
That has to be done, one way or another. 
If you're not good with color tricks, or you 
have a monochrome monitor, or you Just 
don't want to be bothered, you can pay the 
100 gold and be done with it. But it's more 
fun to do the maze (easy mode recom- 
mended). 



During his rambles. Ernie may have 
come across a spell box he can't open. 
Sorry Charlie (oops. Ernie), you have to be 
level 4 to open it. That means a trip to tiie 
lighthouse and running a few ciTands for 
the Presiding Sorcerer. Get at least the first 
one done before Thursday morning (pref- 
erably well before). Don’t bother picking 
up the spell box. Just use it where it is. 
After the big splash. Ernie should come 
back with four items (berries not in- 
cluded). 

So it's Tuesday AM and time for the 
Belly Flop contest. Here’s where a little 
roc and roll (or was that roc and drop?) 
comes in handy. You could say Ernie calls 
the shots here, and pulling this one off 
would be a real feather in his cap (or was 
that Vince’s?). 

Then, it’s the big liquor bash Tuesday 
night, and BIG is the word for it. Can Ernie 
make the world's hirgest daiquiri. ..and 
then, drink it without collapsing? Sure he 
can. with the right spells and the right 
items (this is a pretty easy one. if Ernie's 
hit all the shops by now. and he certainly 
should have!). 

Well, the week sure is moving along fast, 
huh? Let's hope it hasn't moved along so 
fast that Ernie didn't get a chtmee to .see 
the women wrestlers. A little favor for one 
of them will be repaid at Wednesday 
morning’s Wet T-Shirt contest. True, the 
lady isn't exactly well-endowed, but Ernie 
can do something about that. He ctin even 


help Mona (who almost doesn't need it. 
but doing that is extra points). 

Wednesday certainly isabusy day. After 
the T-shirt contest, there's a little bull- 
fighting late in the afternoon. Ernie ain't 
exactly a matador, so it’s time for more 
dirty tricks. What that bull needs is a little 
"get up and go" feeling. A small distrtic- 
tion is advisable, though. I’m sure if Ernie 
thinks about it htird em)ugh. the right idea 
will float into his head. 

And the day isn’t done yet. Here are the 
HDPs. looking for a little real fun at Club 
Club, when who should walk in but those 
nasty GLYs. In no time at all. a fight 
breaks out. Good thing Ernie's not directly 
involved, since it gives him ti chance to 
throw a spell or two to good effect. 

One thing you can say about these spri ng 
breaks, tbere’s never a dull moment. 
Hardly has Ernie recovered from Wednes- 
day. when it's time for Thursday morn- 
ing's Body Surfing contest. This is one 
that Ernie has to do himself (presuming, 
that is. he got that Bigfinno spell box 
open). 

Well actually. Ernie and Fred (FRED??? 
Oh. not my Fred. whew!). Too had Fred is 
out like a iight. If the HDPs wanna win the 
Surfing contest. Ernie is just gonna have 
to find a way to bring sleeping beauty btick 
to consciousness. 

Drying off after that hardly leaves any 
time for the afternoon Ttuining bout. T rue. 
by now (and probably long before) Ernie's 
found the case of suntan lotion, but that 
lotion doesn’t quite have the oomph nec- 
essary to beat the GLYs. Remember, we 
don't want our side looking like lemons, 
right? 

There's nothing else scheduled for to- 
day. so our boy has a little free time for 
himself. One thing he can do with those 
leisure hours (ha) is have a chat with the 
rummy in the groggery (grog, for those of 
you who were wondering, is rum diluted 
with water). Sorry to say. he won't fork 
over until Ernie forks over 500 gold. Ya 
gotta do it. Ernie, and it has to be done 
before tomorrow. 

Thai's bectiusc Friday morning is the 
Volleyball contest, and we want our HDP 
team to win. With the right spells in iilter- 
nation. dellating the GLYs should be a 
snap. This leaves a few hours for pyramid 
practice, and we know Ernie wouldn't 
want to miss thtit. 

So now it's time ('or the mystery event. 
Huh? What? Sheer destruction? Y'know. 
this don't sound exactly kosher. Still. 
Ernie's gotta go through with it. f<ir the 
sake ofdearold Sorcerer U. and the HDPs. 
Anil our hero is practically led by the nose 
to the right act of vandtilism. thanks to the 
dropped key. 


But that's only because there's more to 
come (you didn't think it would be over 
this soon, did you?). Now the HDPs have 
to find the Prokturingham Bull. First 
thougii. Ernie better have four seahorses. 
Is he missing one? Maybe our hero needs 
a conch on the head, or possibly he didn't 
drink his soup like a good boy in the first 
place, or perhaps he didn't know that 
things aren't always what they're cracked 
up to be. 

A light source is handy, too. Then, it's 
spelunking time. Oooo. look at that giant 
squid! MOMMY! (No silly, not yours.) 
Anyway, before you can say "Indiana 
.lones." Ernie and fricntls (the HDPs are 
with him. 1 hope) tire in the fabled city of 
Sitnalta. This is where the scroll is neces- 
sary. as automapping won't be much help 
here. 



Just follow the map along, doing the 
I’ighi thing with the seahorses, and in no 
lime. Ernie will be at the fabled Throne. 
What now? Well, it's a seal. Ernie (hint, 
hint). Uh oh... 

There’s the bull, anti it doesn't look 
happy. Luckily. Ernie has just the right 
spell for that. UNIuckily. guess who just 
sliowed up? Yep. none other than Joey 
Roltenwood (you were expecting him. of 
course). While Joey gives the usual “Vil- 
lain’s Spiel To The Hero Before His Plans 
Come Undone." Ernie needs to think fast 
and do something else about the bull (poor 
thing, you can hardly hear its piteous 
cries). THAT will take care of Joey, at 
least until Spcilcasting 401 roils around. 

Whew! Good thing spring break comes 
only once a year. And good thing that you 
were around to help Ernie through this 
one. Speaking of help, ii' you need a hand 
with an adventure game, you can reach me 
in the following ways: 

On Delphi: visit the GameSIG (under 
the Groups and Clubs menu). 

On GEnie: Slop by the Games Round- 
Table (type: Scorpia to reach the Games 
RT). 

By US Mail (enclose a self-addressed, 
stamped envek)]3e if you live in the United 
Slates): Scorpia. PO Box 338. Gracie Sta- 
tion. New York. NY 1 0028. 

Until next time, happy adventuring! cbw 


March 1993 


Page 7/ 


A New Dimensior 
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^STAR_. 

Cruiser 



Chat and play games with 
people from around the world 
without ever leaving your home. 

MPG-NET gives you something you 
can't find on floppy disk; on-line real- 
time contact with the most puzzling 
and challenging entity of all time. 

Another human mind. 

Play pulse-pounding, intriguing, 
forever challenging games with 
stunning graphics and vibrant sound. 
Games that are constantly improving so 
they won't get stale. Form strategies, 
share secrets and solve puzzles with up 
to i 00 folks from around the world, 
twenty-four hours a day. 

In addition to our games we have 
Bulletin Boards so you can write public 
messages to other players, and 
Electronic Mail to send private 
messages. We also have Chat Rooms 
in which you can shoot the breeze LIVE 
with people from around the world. 

All you need is a modem, a phone 
line, and a computer; IBM-PC 
compatible, Macintosh, or Amiga. 


C ome visit a land where dragons 
roam free, rodents grow to 
unusual size, and adventurers are the 
endangered species. 

Team up with players from around 
the world. Together, explore 
mysterious lands, armed only with your 
enchanted weapons, psionic spells, 
and wits. You'll find untold riches and 
glory while solving intriguing puzzles, 
and destroying the mightiest of beasts. 

MPG-NET brings you the ultimate 
in fantasy role-playing. 


T he year is 2300 A.D, We've 

discovered stardrive and colonized 
hundreds of new solar systems. In the 
process, however, we pissed off some 
very nasty aliens. To say they hate us is 
an understatement. They'll do 
anything to eliminate us from space. 

No compromises. This is all-out 
interstellar war. We need your help! 

Based on GDW's classic space 
combat game. MPG-NET brings you 
the on-line version of Star Cruiser — a 
3D, multi-player campaign of split- 
second action. 


0 1 992 MPG-Net. Inc Mulii-Player Games Networi; and MPG-Net are service marks of MPG-NcL Inc. The Kingdom of Drakkar is a trademark of Drakkar Corp, Computer netvirork versions of Empire Builder Star 
Cruiser, Operation Market-Garden, and the Kingdom of Drakkar are designed and developed by Tantalus Inc. All other brand and product names are trademarks or registered trademarks of their respective holders. 



in Entertainment 


...Your Multi-Player Games Network. 




T hree elite Allied paratroop divisions 
drop into enemy territory. Their 
mission, to seize the bridges leading up 
to the Rhine — the last obstacle of 
Allied advancement into the heart of 
Germany. They almost succeed. 

Scattered remnants of Axis forces 
already defeated in France must guard 
the Rhine — the first-line of defense for 
the Third Reich. They almost lose. 

MPG-NET brings you the on-line 
version of Operation Market-Garden, 
GDW's classic two-player war game, 
based on the biggest airborne 
operation in history. 



Now you can capture the 
entrepreneurial spirit of America and 
build your own railroad empire. The 
wheels of progress are you and up to 
five other players from around the 
world, locked in a power struggle of 
epic proportions. 

It takes planning and ambition to 
build a railroad empire. And only the 
best will endure. Experience MPG- 
NET's on-line version of Mayfair Games' 
award-winning, classic board game. 


MPG-NET is accessible from 
over 600 cities in the United 
States and over 80 cities 
internationally. 

It costs less than you think; $4.00 
per hour in the continental US and 
$3.00 per hour in the N.Y. city area. 
These costs are all inclusive. There are 
no hidden communication fees. 

Dial toll free 800-GET-GAME and 
we’ll send you your account number, 
password, start-up kit, and 5 free hours 
right away. For more Information call 
800-245-0317. 



MPG-NET 

Your Multi-Payer Games Network^^ 

800-GET-GAME 

800-438-4263 
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W liy do people buy driving simula- 
tions? Because they can't drive le- 
gally? No, because they can’t drive 
200 mph legally, Because mere mortals don’t 
have Nomex suits, Bell helmets and Formula 
1 cars in which to gojciling around town. Sure, 
you can don a helmet to drive to the grocery 
store, but there won't be anyone in the frozen 
foods section to lay garlands around your 
sweaty neck and plant glistening lipslicky 
kisses on your cheeks. 

Actually, that’s one of the few drawbacks of 
Electronic Arts’ new Car & Driver: no gar- 
lands. Although you might gel a sweaty neck 
tearing the joystick loose from its mooring, 
there won’t be any exhiliraling victory lap in 
front of 100.000 cheering fans. Nor, though, 
will you be pinned into a 1 10 degree cockpit 
with three-inch safely harnesses to a seat de- 
signed for something other than the human 
spine. The experience, says Indy 500 winner 
Bobby Rahal, is like being in a sauna for four 
hours while someone beats you with a garden 
hose. 

Cur & Driver docs, however, deliver some 
thrills and surprises of its own, not the least of 
which is safe, economical access to some of the 
world’s most salivani sports cars. No sense 
generating any more saliva, so here’s the 
menu; Porsche 959 (sure you were going to 
drive one this weekend at your aunt’s house), 
Toyota MR2 (Mr. Two), Ferrari 1-40 (Sl,0()() 
per horsepower), Imtiis Esprit Turbo (good 
enough for Sharon Slone, good enough for us), 
'57 Ferrari 250 Testarossa, ’66 Shelby Cobra 
(power-to-weight ratio gone mad), Lam- 
borghini Counlach (hold the bald Italian in 
gold chains). Eagle Talon TSi (a sportscar with 
common cents). Corvette ZRl (if you must), 
and a full-blown racer, the Mercedes CM 
IMSA car (what Cur di Driver refers to as 
" 1 .000 horses in a small, sweaty box"). There’s 
the stable, and a fine assortment ofshcetmelal. 
Ilberglass and carbon liber it is, Thai’s 
$1,547,750 worth of machinery for you to take 
out and clobber repeatedly on the track of your 
choice. Or4 1 1 6 horses in a small software box. 

The game is played much like opening the 
pages of its namesake. One enters at the cover, 
flips to page two, and has the aforementioned 
steeds indexed like the C&D table of contents. 
Discriminating drivers whose minds are as 
thirsty for knowledge as their joysticks are 
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THE ULTIMATE DRIVING CAME 

GARSDRIVER 


Test Drive , , 
TenoftheBest 
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jumpy for juice may flip to C&D feature arti- 
cles describing each vehicle in detail, complete 
with specifications, "Counterpoints" and "The 
Verdict." The all-star machinery obviously en- 
genders praise from Cur & Driver's writers, 
and offer some insight into the handling char- 
acteristics of the real thing. 

Next, the driver chooses from an assortment 
of tracks to warm his or her wheels on: Mon- 
terey Raceway, "Dobbs Raceway," the San 
Dimas Mall Parking Lot (doughnut city), the 
EA Speedway, an oval track, the Mahomet 
Dragstrip, New York Highway 97, Arkansas 
Route I (ingraliatory nod to Bill?), and an 
autocross course. Some olThe tracks are there 
to acclimate you to your new vehicle, some for 
cheap thrills, and the rest to prove your mettle 
against three competing greaseballs. 

The driving simulation is as realistic as poly- 
filled graphics allow, and becomes decidedly 
more challenging as the player progresses up 
the difllculty level. Suspension becomes 
twiichicr, wheels lose their grip, shifting is 
easier to blow. The simulation is more reward- 
ing than games like Accolade’s Test Drive 3, 


and certainly offers more cars and courses to 
choose from. Accolade’s Road & Track Pre- 
sents Grand Pri.x Unlimiled g\WQS the EA gam- 
ing engine a stiff run, but the Accolade sim is 
a different animal — Formula One cars on 
Grand Prix courses. What if you want to drive 
1 60 mph on the Pad lie Coast 1 lighway, risking 
head-on collision, vaulting off a cliff, or plow- 
ing into a bridge? Car & Driver is for you. 

After learning the dynamics ofthe game and 
dusting the A1 cars, this driver went the extra 
mile to leach a rookie racer. An experienced 
driver, though possessed ofa decidedly below- 
average intelligence, my roommate, urn,, .the 
test subject provided an illuminating study in 
learning to drive C&D. He found himself with- 
out his Isotoncrs in a 1 ,000 horsepower IMSA 
car (the Merc Cl I) barreling 180 mph down 
the oval track straightaway. Soon into the Ilrst 
turn, he rose up high on the 40 degree bank and 
flew effortlessly into the diaphanous heavens. 
The instant replay looked like an experimental 
jet taking off in Flight Simulator. 

Dusting off his airfoil, the overzealous 
rookie was remanded to a ZRl at Mahomet 
Dragstrip. The lights descended on the hall- 
mark starting tree, and he was off with a roar. 
Time for the shift, and the car moaned to a 
crawl. You wanna drag race, you gotta shift. 
You no shift, you no go. One can choose be- 
tween manual and aiitomalie shifting in the 
game setup, but manual shifting is required on 
the dragstrip. Shifting is accomplished with the 
keyboard or with the joystick lire button. Steer- 
ing with Colorado Spectrum’s intriguing 
Mouse Wheel and possessed ofthe aforemen- 
tioned below-MSRP intelligence, the rookie 
neglected to shift and paid the ultimate price. 
Returning to the oval, he soon proved intelli- 
gence is not required to drive the ZRl ade- 
quately (as in real life), and laid down some 
decent times with lop speeds of 1 62 mph. 

Yet, the real lest of driving skill is under 
"difdcult" settings on tracks like the liiA Speed- 
way, the Monterey Raceway or New York 
Highway 97. These are roads as challenging 
and curvaceous as any go-go dancer, and 
harder to master. The EA Speedway is two 
miles long and delivers a gloveful of fast cor- 
ners as well as soine deceptively tight twi sties. 
It is a savory treat for undiscovered closed- 
course speed freaks, who like having to judge 
speed into corners, powering out of them for 


Page 74 


ConipiUer Gam 'mg 






Win $500 Worth of Computer Software!! 

Help us name our company! The name will change from No-name Software to . . . ?? 


Here's the details; 

1 ) Mail or FAX your entry to us, or give it to us over the phone when you place an 
order. Sorry, entries will not be accepted over the phone without an order. 

2) Deadline for entries extended to January 15, 1993! 

3) A winning entry will be selected from all entries by the management. 

4) In the event of multiple winning entries, one will be chosen at random to be the 
prizewinner. 


5) All decisions are final. 

6) Winner agrees to have their name and hometown printed in a future ad. 

7) We retain all rights to the new name. 

8) The winner has until Dec. 31 , 1993 to order all free software. 

9) We’ll pay the shipping for the software. 

10) Have fun! 


No-name Software • 800-788-GAME (4263) • FAX: 205-980-1953 

For Fax orders please include MC/Visa credit card number, expiration date, and shipping address. 


ACCESS 

Amazon $39 

Links $27 

Links 386 $40 

BounlilulCC Course $17 

Firestone CC Course $17 

Bay Hill CC Course $17 

PinehufStCC Course $17 

Dorado Beach CC Course $17 

Barton Creek CC Course $17 

Troon North CC Course $17 

ACCOLADE 

Elvira 2 $40 

Handballs $35 

Hardball 3 Data Disk $18 

Mike DItka Ultimate Football $33 

Spellcasting 301 $35 

Star Control 2 $35 

Super Space Invaders $25 

ACTIVISION 

Leather Goddesses II $40 

LostTreasuresof Infocom (') $40 

Lost Treasures of Infocom 2 (') $30 

BRODERBUND 

Prince of Persia (■) $25 

The Ancient Art of War (*) $27 

The Ancient Art ofWar at SeaC) $27 

DYNAMIX 

A-10 Tank Killer Enhanced {*) $35 

Aces of the Pacific $45 

Castle of Dr. Brain $30 

Nova9C) $22 

Red Baron VGA $40 

Red Baron Mission Builder $20 

Rise of the Dragon VGA(’) $35 

Willy Beamish $35 

ELECTRONIC ARTS 

Birds of Prey $35 

Chuck Yeager's Air Combat $35 

Earl Weaver Baseball 2 $32 

Lost Files of Sherlock Holmes $46 

IMPRESSIONS 

Air Bucks $35 

Conquest of Japan $35 

Discovery $35 

Paladin 2 $35 

INTERPLAY 

Battlechess 4000 $35 

Buzz Aldren's Race into Space $35 

Castles 2 $35 

Future Wars $30 

Lord of the Rings $32 

Out of this World (•) $35 


Power Politics (Windows 3.5" only) . . . $30 


Star Trek: 25th Anniversary $35 

The TwoTowers(’) $35 

KOEI 

Gemfire $31 

Nobabunaga's Ambition 2 $36 

Romance ol the Three Kingdoms2. . . .$41 

Uncharted Waters $41 

LEGEND 

Gateway $40 

Spellcasting 201 $35 

TimeQuest $35 

LUCASFILM 

Indiana Jones 4; Fate of Atlantis $35 

Secret of Monkey Island 2 $35 

Secret Weapons of the Luftwaffe $40 

X-WIng $44 

MAXIS 

SimAntC) $36 

SimCityC) $31 

SImEarthC) $42 

SimEarth for Windows (’) $41 

MICROPLAY 

Challenge of The Five Realms $35 

Command HQ $35 

Global Conquest $35 

Megatraveller 3 $40 

Twilight 2001 $40 

MICROPROSE 

ATAC $34 

B17 Flying Fortress $39 

Civilization $39 

Civilization MPE $45 

Darklands $39 

F-1 5 Strike Eagle 3 $44 

Greens $30 

Jump Jet $40 

Rex Nebular $39 

Task Force: 1942 $39 

The Ancient Art of War in the Skies ... $35 
MINDCRAFT 

Magic Candle 2 $35 

Siege $35 

NEW WORLD COMPUTING 

Might & Magic 3 $35 

Might & Magic: Clouds ol Xeen $38 

Planet’s Edge $35 

Spaceword Hol $36 

ORIGIN 

Strike Commander $45 

Ultima 6 $40 

Ultima 7 $45 

Forge of Virtue $17 

Uitima 7 Part 2-Serpent Isle $45 


Ultima Underworld $45 

Wing Commander 1 $40 

Secret Missions 1 $20 

Secret Missions 2 $20 

Wing Commander 2 $45 

Special Operations 1 $25 

Special Operations 2 $25 

Speech Accessory Pack $15 

PARAGON 

Mantis $40 

Mantis Speech Pack $20 

Twilight 2000 VGA $35 

PSYGNOSIS 

Armourgeddon $30 

AtominoC) $30 

Lemmings VGA $30 

Lemmings Additional Levels (') $23 

Oh No! More Lemmings {’) $30 

OOP 

Battles of Destiny $35 

Conquered Kingdoms $35 

Solitaire’s Journey $35 

The Lost Admiral $38 

The Perfect General $38 

SIERRA ON-LINE 

Conquests ol the Longbow VGA $39 

EcoQuest $35 

King’s Quest 5 VGA $40 

King’s Quest 6 $45 

Leisure Suit Larry 5 VGA $39 

Police Quest 3 VGA $35 

Quest for Glory 3 $39 

Space Quest 4 VGA $39 

The Dagger of AMONRA $40 

SIR-TECH 

Bane ol the Cosmic Forge $35 

Crusaders ol the Dark Savant $40 

SPECTRUM HOLOBYTE 

Falcon 3.0 $45 

Operation: Fighting Tiger $25 

Super Tetris $30 

Tetris Classic $30 

Tetris for Windows $30 

SSG 

Carriers at War $39 

Reach for the Stars $25 

Warlords $30 

SSI 

AD&D Collectors Edition 2 $42 

AD&D Starter Kit $41 

Dark Queen of Krynn $35 

Dark Sun $53 

Eye of the Beholder $23 


Eye of the Beholder 2 $40 

Gateway to the Savage Frontier $35 

Poo! of Darkness $41 

Prophesy of the Shadow $41 

Spell Jammer $41 

The Summoning $41 

Treasures of the Savage Frontier $35 

A Line in The Sand $25 

Buck Rogers: Matrix Cubed $35 

Carrier Strike $44 

Cyber Empires $35 

Great Naval Battles: 

North Atlantic 1939-43 $47 

No Greater Glory $40 

THREE-SIXTY 

Harpoon $29 

Harpoon Battle Set #2 $21 

Harpoon Battle Set #3 $21 

Harpoon Battle Set #4 $24 

Harpoon Challenger Pak $47 

Patriot $47 

V for Victory $45 

VIRGIN GAMES 

Dune 2 $35 

Heimdall $20 

Magnetic Scrolls Collection $25 

Overlord .$25 

Spirit of Excalibur $20 

Vengeance of Excalibur $20 

MISC 

Aspects of Valor $36 

Cobra Mission $45 

Demon's Gate $35 

Front Page Sports Football $40 

Goblins $25 

Legend of Kyrandia $35 

Lure of the Temptress $30 

Micro League Football 2 $32 

Plan 9 From Outer Space $25 

RagnarokC) $35 

Terminator 2029 $40 

Tom Landry Football $30 

Tristan Pinball C) $33 

The Dark Half $35 

Utopia $30 

SOUND BOARDS 

Sound Blaster Pro $155 

Pro Audio Spectrum Plus $135 

Pro Audio Spectrum 16 $195 


* Both 3W and 5V4 " disks included. Order all 
other titles by specifying the proper disk size. 


No-Name Software • P.O. Box 381463 • Birmingham, AL 35238-1463 

Orders/Info: 800-788-4263 • FAX (24 Hrs): 205-980-1953 • Hours: 9 AM - 9 PM Central Time — 7 Days 
We accept MC. Visa, Money Orders and personal checks (held 1 0 business days). No surcharge for MCA/isa. 

Orders received before 2 PM shipped the same day whenever possible. 

Pre-orders for new releases shipped 2nd day air for $5 — Continental U.S. only. 

Shipping rates: UPS: 

UPS; $4 for the first item plus $1 for each additional item. Defectives replaced with the same title. 

2nd Day Air: Add $3 to UPS shipping rate. Alabama residents add 4% tax for hardware & books. 

Overnight: Add $6 to UPS shipping rate. We have lots more not listed. Call our 800 number for a quote. 
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needed traction, and crossing the checkered 
line first. The cars behave well, exhibiting 
characteristics of acceleration, top speed, un- 
dersteer, oversteer, etc. They don’t sound dif- 
ferent, as they would on the track, but they feel 
different, and they certainly look different 
when viewing the race from inside the car. 



One may choose from four driver views be- 
fore or during a race: inside car with dash and 
instruments in view; low res, inside car with 
high res, outside car high res or default field of 
view, I preferred the outside view for a more 
exciting immersion in the game. Graphic rep- 
resentation of the car’s interiors is up to the 
standards one would expect from an EA game. 

Learning to drive these courses won’t empty 
your wallet or your tank. The hardest part is 
just keeping the car from belting off the 


road/track in the comers. There is a setting in 
the game to disable off-road driving, but 
choosing settings like that, as well as "invinci- 
ble" settings preventing collision damage, take 
too much of the challenge out of driving. Start 
off in the "easy" driving setting, with no com- 
petitors, in auto-shift mode and just practice 
staying on the course until your finish times 
start to rise. If your car strays from the pave- 
ment, usually preceded by red type indicating 
"front wheel skid" or "rear wheel skid" or both, 
one can drive back on road or simply touch ‘Q’ 
and return instantly to the track. 

After driving a course successfully, it’s as 
much fun watching the replay, C&D offers a 
number of interesting replay vantage points, 
including in-car, chase car, nearest camera, 
chase chopper, blimp and finish line, and they 
help show the driver any errors of his ways. A 
minor Haw is that during the replay the car 
often disappears behind slices of the lllled- 
polygon scenery. A thoughtful detail, though, 
is the way one’s laillighls come on when the 
car was braking during the course. There arc 
other touches in courses like the Dobb’s Race- 
way where helicopters and jets Hy over the 
course to amuse/distract you. 

C&D lakes a checkered flag on a number of 
points, and could use improvement in only a 
couple areas. The choice of cars, tracks and 
excellent articles referring to both enhance the 
enjoyment of this new gaming engine, 'fhc 


simulation is realistic — there is a greater sense 
of speed than with our earlier Sneak Preview 
version (CGW #100) — and is surprisingly 
"natural" with a joystick; it is also fun to drive 
with Colorado Spectrum’s Mouse Wheel, but 
you still have to accelerate and shift with the 
keyboard. The game offers more interesting 



cars than any competing driving software, and 
can become more demanding by choosing 
manual shilling and higher degrees of diffi- 
culty. 

Let’s lay the laurels on C&D for this year’s 
contest, and await the next "Ultimate Driving 
Simulation" to take us to the next level with 
greater graphic realism. Until then, rev up your 
engines and may the glistening lipsticky kisses 
be yours in the winner’s circle, cgw 


SIDELIIME SOFTWARE 


orders 1 - 800 - 888-9273 only 


Your European PC Connection 


NEW TITLES 

TYPE 

$ 

Robocop 3 

Arcade Adventure 

38 

Alone in the Dark 

Arcade Adventure 

45 

Curse ol the Enchantress 

RPG 

42 

WWF, T2, The Simpsons: all 

Arcade Strategy 

45 

Joe and Mac 

Arcade Strategy 

42 

Cool World 

Arcade Adventure 

40 

Harrier Assault 

Flight Sim. 

45 

Ishar: Legend of the Fortress 

RPG 

45 

First Samurai 

Arcade Strategy 

38 

Moonstone 

Arcade Strategy 

40 

Ween the Prophecy 

RPG 

45 

A 320 Airbus 

Flight Sim, 

45 

Oaemonsgate 

RPG 

45 

INCA 

RPG 

45 

Laser Squad 

War Strategy 

42 

Wizkid 

Arcade Strategy 

40 

World Wrestle Federation 2 

Simulation 

40 


EUROMAGS 

Get the latest news on the best PC titles from Europe! These 
high gloss, Ml color magaiines also feature a demo-packed 
playable cover disk with each issuel 

PC Format or PC Review. $10 each. 


SHIPPING ^PS Ground) For up to 3 pieces, by payment: 
Mastercards Visa S5.00 • C.0.0. (Cash Only) $10.00 
Next day & second day air available! Call lor prices on special 
shipping. Shipping limes not guaranteed. 

Price S Availability subject to change! 

No refunds or exchanges. Defective products exchanged with 
same item. Products warrantied through Sideline. 

FAX ORDERS CALL (305) 491-6134 
Need Info? Call (305) 491-9519 
840 N.W. 571h Court, Ft. Lauderdale, FL 33309 


DISCOUNT TITLES 


4-D Spoils Boxing 
Advanced OcsUoyci Sim 
Arlianold 2 
Armor Alley 
Ausiciliir 
Baifl'sTa^c^3 

Baltic chess 
Batllctcch 2 
Bloodwych 
Centurion 
Colorado 
Conan Ihe Clmmaion 
Contilcl; Eiiiopc 
Deluxe Stilp Poker 




Orakkhan 
F16 Falcon 
Fire Team 2200 
Flight ol the Intruder 
floor 13 
Fool’s ErianS 
Genghis Khan 
Greg Norman Colt 
Heart of China 
Hills Street Blues 
Hoverforcc 
Imperlum 
Jack Nicholas Greatest IB 
Killing Cloud 
King ol Chicago 
Mlg 29 Fulcrum 
Monly Python 
Nciiromanccr 
Panza Kick Boxing 
Paperboy 2 
Pit Fighter 
RBI Baseball 2 
Realms 
Sands ot Fire 
Sherman M-4 
Shadowlands 
Shutllcpiick Calc 
Sleeping Gods Lie 
Spot 

Star Saga Two 
Stunt Car Racer 
Super Oil Road 
Super Space Invaders 
Three Stooges 
T.V. Sports Basketball 
T.V. Sports Football 
Wing Commander 
Winter Super Sports '92 
Wollpack 
World Class Lcaderboaid 


18.95 

16.95 
16.95 
16.95 

16.95 

18.95 

18’95 

16.95 

16.95 

18.95 


16.95 

16.95 

18.95 

19.95 

16.95 

18.95 
18.95 
IB.9S 
18.95 
18.95 
18.95 

18.95 

14.95 

18.95 

16.95 

16.95 

14.95 
ie.9S 

16.95 

16.95 

18.95 

16.95 

18.95 


16.95 

16.95 

16.95 

16.95 



Da you enjoy "flying" the super-iophisticuted PC flight simiibtan available 
today f Is "keyboard confusion" your worst enemy- you know, frantically 
hunting keys to switch views, activate defenses, launch weapons, etc. .(not to 
mention flying the plane)- just to survive the mission^ 


KKYKOAUI) COUPS® fiigin simulator ki 

templates can end thal overlonri and let you concentrate on flyin 
Our higli-f|uality, color templates turn any ATlfl I Enh keyiioard 
control panel for your favorite sim and our standardized, cojor-c 
flattens the learning curve from one .sim lo another. ^ 

Forget "Keyboard Confusion", just romember.l 



'qFmnnqnna □! | 



A-10 Tank Killer 
F-15 Strike Englo It 
F-117A NIghIhawk 
Mogolor' 


'*^High-quality,3-D graphics 
ikLoglcal, color-coded layout 
ikFits all AT101 Enh. keyboards 


'^Standardized format 
Affixes to keyboard 
Sturdy, laminated stock 


Hurry! Get 'em at Introductory Prices!!! 

ase Print l_] Check Enclosed LI Mon ey Ordoronclosed. 


KCC. Inc., DeptC 
l839SW14e Ave.,#402 
Davie, FL 33330 
I DEALERS WELCOME |l -800-262-6066 


1 S11.95 

Any2 S21.50 

Any3 S30.00 

4 ormore S9,25ea cii 
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Computer Gomiitg World 




Every day, the intrepid, the romantic, the imagine 
and the adventurous meet as player characters iiy 
Shattered Realms, a virtual fantasy world cfeati 
i}.shared imagination on the Digital Dreams Netw 

Ejqplore the dark reaches beneath the Teeth of £ 
or enjoy a casual stroll with friends through th^ 
f enchanted Grymwood Forest. Become a charq 
justice, or a force for darkness. Delve into poU 
^intrigue or play the lone wolf on a personal ^ 

•> Share adventures and make friends with pecP 
"i, from across the country. Skilled authors c " 

^ '.quests nightly that allow you to; become partS 
.ongoing plot within a never ending t^e. ' 

Gall 800 - 937-7644 to join th^ 

‘ ( 1 200/2400 bps, 8N1 , full dupIaK) 

or 800-274-2814 for more informgifiori^ 

As low as $3.00 per hour all day evety 
Visa • MasterCard • American: B"' 


Circle Reader Service #65 

Legends of Future Past™ is available only on the Digital Dreams Network'", a service of Inner Circle Technologies, Inc. Other features include 
forums containing thousands of files and featuring discussions on a wide range of topics from science fiction to PC computing. Other 
entertainment products, teleconferencing, nationwide matchmaking and news serviceas are also available. 


a remarkably rich playground for 
modem-owning role-players." 
(Compter Gaming World, Aug. 1992) 


"...no other game, no matter how 
graphically advanced, captures the 
true essence of roleplaying 
like this one." 

(Compter Game Review, Oct. 1992) 




modem? 


Then live out j 

jour favorite roleplaying fantasi 
in the finest multiplayer interact] 
: fiction game ever ^ 


®H)coLe 


VSW Made! 


Tin i:; 

Stunt Isl.md 

SYSTtM: 

JB.M Comp.ilihic 

PRICE: 

SS‘).‘J5 

PROTECTION: 

Oocumeni Look-Up 

DESIGNERS; 

Aclrkin Sluphcns ^tul 

Rrin.ild Fortier 

PUBLISHER: 

Wult Disney Computer Soilvv.ire 
Butb.ink. CA 


O nce again this reporter has the ex- 
clusive privilege of presenting a 
personal interview with the fabu- 
lous Mr. Timothy Trimble just after the 
preview of his new motion picture, “The 
Timinalor.” 

CGW: Mr. Trimble, that was an incred- 
ible movie! I understand that you not only 
flew the stunts but you built the movie 
sets, did the filming, and then did all of the 
editing and special effects. That’s a lot of 
work for just one person. Mow did you 
manage to do it all? 

TT: Well, it was all very enjoyable. 
There were a few of the stunts that were 
veiy tricky and required a lot of skill to fly, 
but the risk was well worth the effort. The 
sets look quite a while to build, but I 
wanted to make sure that they were just 
right for the filming of the stunts. Plus, I 
couldn't have done it without my assistant. 
Stunt Island. 

CGW: Of course! Stunt Island from 
Wall Disney Softw are. Our magazine did 
a Sneak Preview in our August 1 992 issue 
(# 98). For the benellt of some of our new 
readers could you give us an ovei'view of 
what Stunt Island is? 

TT : Sure, I’d be glad to. Stunt Island is 
a movie-making and stunt flying simula- 
tor. It allows any avid pilot or movie 
maker to design sets and stunts, Hy the 
stunts, and then do the post-production 
process of editing the various camera 
films, adding special effects, sound tracks, 
and then, producing a full length (up to 20 
minutes) motion picture. 

CGW: You mean you were able to do 
this entire movie with Stunt Islandl 
TT: Yes! Without Stunt Island I would 
not be the star that I am today! 

CGW; Since Stunt Island can do so 
much in just one product doesn’t this limit 
the amount of features and capabilities? 


by Timothy L. Trimble 



TT: Actually, no! For example, in the 
pre-production process of building sets 
and creating the stunts I was able to select 
from over 800 complex objects and place 
them anywhere on or above the island 
location. Things like vehicles, animals, 
plants, buildings, and ofeourse some very 
famous landmarks. Plus, I can utilize and 
modify any of the 34 existing film sets or 
create my own completely from scratch. 

CGW: 1 noticed in the Him that you had 
some vehicles moving among the build- 
ings in your city-in-the-sky set. 

TT: Yes, it was a very difficult set to 
build and create but well worth the effoil. 
Once an object has been selected for 
placement on the set I can then set various 
parameters for movement and “events.” 
There was one scene where 1 drop a bomb 
on a moving vehicle. The vehicle ex- 
ploded and another vehicle swerved off 
the road and tumbled end over end. 1 han- 
dled all the action by programming special 
events for each of the objects on the set. 

CGW: It all sounds like a very compli- 
cated process. 

TT: Actually, the process is not veiy 
hard at all. All of the event commands are 
provided via on-screen selections and the 
format is very simple. It’s just as easy as 
saying IF collision with bomb THEN ex- 
plode. It’s that easy! 


An "Interview" with 
an Accomplished 
Stunt Pilot and 
Film Producer 


CGW: How were you able to manage 
all of the different camera angles for the 
stunts? 

TT : Well, the Urst eight objects that are 
placed on a set, including the aircraft, be- 
come points from which you are able to 
film the scene; that is, they become “cam- 
eras.” During the design and building of 
the set each object can then be configured 
for camera angle, zoom, and tracking of 
the object being filmed. 

CGW: What about the airplanes? 1 no- 
ticed that you Hew a lot ofdiffcrent planes 
in the film. 

TT: That was my favorite part of mak- 
ing the movie, Hying the planes. Stunt 
Island provides 45 different types of air- 
craft, ranging all the way from WWl to 
modern day ftghtcrs and commercial air- 
craft, and even the space shuttle. One of 
the trickiest parts about Hying the various 
types of aircraft for this film is learning the 
handling characteristics of each of the 
planes. After Hying the Lear around the 
city-in-the-sky for awhile, I then had a 
difllcult lime adjusting to the handling 
characteristics of the 747 for the final de- 
parture scene of the movie. Aside from 
learning how each plane handles, the ac- 
tual Hying of the aircraft is very easy. Not 
a whole bunch of technical controls or 
instruments, just the pure joy of Hying by 
the seat of your pants. The opening scene 
with the SR-71 coming in at dawn was my 
most enjoyable Hight. 

CGW: Do you have to be Hying a stunt 
in order to Hy the aircraft? 

TT: No. I did all of the location scouting 
by just Hying around and learning the vari- 
ous sites around the island. 'I'here are a lot 
of good sites lor scener)' on the island. 
Trees, mountains, canyons, cities, towns, 
bridges, farms, a military' base, and even 
the movie studio is on the island. If I see a 
good site for a scene then 1 turn on a 
special film recorder and then look at the 
film again later in the editing room. Flying 
around freely also gave me a good oppor- 
tunity to become lamiliar with some of the 
different aircraft. 

CGW: Once you were done with the 
filming how did you handle the editing 
process? 


Pege 7,s 
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TT: 'I'he whole post-production process 
is one of my favorite activities in film 
making, after flying of course. Idke they 
say, you can make or ruin the quality of a 
film during the editing process. Stunt /s- 
lanci allowed me to incoiporale eight dif- 
ferent camera shots into one major scene. 



Timing of the changes between camera 
shots is critical but the editing facility of 
Stunt Island allows full control over the 
film footage with its VCR type controls. 
This is also where the special effecls, ti- 
lling, and sound track are added. 

CGW: Your movie had a great sound- 
track. How were you able to incorporate 
this into the film? 


TT: The editing booth allows for the 
addition ofsound tracks and sound effects, 
'fhere is a lot of pre-recorded music, sound 
effecls, and common sounds that are avail- 
able within the 5////?/ Island package itself. 
Plus, with the support for various sound 
boards, sound and dialog can be recorded 
through a microphone and used within the 
package. There arc two channels for the 
sound track with four volume levels, al- 
lowing for playing a musical sound track 
along with the sound effects. The editing 
booth also allows the addition of titles, 
credits and some visual effecls, such as 
coloring, fade and film speed. 

CGW: So the editing booth allows you 
to take the film footage and create the 
entire motion picture? 

TT: Yes, that’s correct. Once I am sat- 
isfied with the final footage then 1 save the 
end result as a film. I can either preview 
the film in the editing booth or view it in 
the theater. And, of course, the audience 
in the theater always loves my films! 

CGW: So with the viewing ofyour film 
today, does this mean that the Stunt Island 
package is required for viewing the 
movie? 


TT: No, that’s one of the best things 
about this package. Once the film is com- 
pleted I can distribute the film to any of 
my fans along with a viewing program 
called Playone. Best of all, there are no 
royalties required for distribution of the 
films! 


CGW: I’m sure our readers will really 


be glad to hear that! 1 also noticed that the 
graphics were wonderful, with the light 
source shading, panning and smoothness 
of movement. Does this require any spe- 
cial equipment? 

TT: Well, it is recommended that you 
use an IBM compatible, 386SX at l6MHz 
or belter. The movie that you watched was 
all done with a 386DX at 33MHz on a 
256-color VGA monitor. EGA, MCGA, 
and Tandy 16-color is also supported. 
Stunt Island also requires a minimum of 
13MBs of hard disk space. The require- 
ments are reasonable for the quality that 
you gel. 

CGW: So, Mr. Trimble, with the ac- 
complishment of creating a motion pic- 
ture, flying the stunts, and distributing the 
film, what other activities will you be pur- 
suing next? 

TT: Well, Tm getting ready to enter the 
Stunt Island Stunt Competition which is 
also a part of the package. There are 32 
different contest stunts. The competition 
requires that 26 of the stunts arc completed 
and I will be attempting to do them all in 
the first take. 



CGW; I he first lake? Why the pressure 
to do it correct the first time? 

TT: The bonus pay is belter if the stunt 
is completed on the first lake. The main 
object of the competition is to make the 
most money from doing the stunts by the 
end of the competition. I’ve had to do 
some practicing, however, on some of the 
stunts since the stunt coordinator is not 
always clear on what he wants done during 
the stunt. 

CGW: So, what do you get for winning 
the competition? 

TT: Rumor has it that the winner of the 
contest gels the airfield named after the 
pilot at the Stunt Island first anniversary 
party. 

CGW: Well, that does sound like a nice 
prize. It seems that you’ve been able to 
accomplish a lot as a result of using Stunt 
Island for your film project. Would you 
recommend to anyone else who is inter- 
ested in making movies or Hying stunts 
that they use this package? 

TT: Oh yes, of course! 1 expect that 


there are already plenty of potential film 
students and stunt pilots just waiting to 
take my place. Just to demonstrate how 
easy it is to get involved with this product 
I would like to mention that my wife, who 
has never sal down to use any of my Hight 
packages, decided to lake the Lear for a 
spin around the island. And she thor- 
oughly enjoyed it! 

CGW: Sorry, ladies, but it sounds like 
this stunt pilot and film maker is spoken 
for! Well, Mr. Trimble, this has been a 
wonderful interview, and I’m sure that our 
readers will be looking forward to seeing 
your films and maybe even making their 
own. Do you have any final thoughts that 
you would like to add? 

TT: Actually, yes 1 would. 1 have been 
very pleased with this product. 1 feel that 
it represents the future of simulation prod- 
ucts and helps to set some new standards 
for entertainment software. I expect that 
this will also be a step towards a future 
where films can be created completely on 
the microcomputer for distribution and 
viewing to the general movie viewing 
public. Disney Software always seems to 
be a step ahead when it comes to entertain- 
ing the masses and I feel that they have 
done this with Stunt Island. My only desire 
is for rudder pedal suppoil but Disney has 
assured me that they are working on it and 
will have it available soon. And, as 1 men- 
tioned earl icr. Stunt Island has made me a 
Star! 

Fora little while anyway. 

CGW; It’s been a great interview, Mr. 
'Frimble, and I’m sure that your fans will 
look forward to the distribution of your 
film “The Timinalor” on most local BBSs 
and Information Ser\Mces. For those ofyou 
who are interested. Stunt Island is a prod- 
uct of Disney Software and is available 
now at your local distributor. 



You can contact the Tim “The Timina- 
lor” Trimble fan club via CompuServe at 
76306,1115 or via Internet at Itrim- 
ble@timinator.win. net. 

Once again, this is your roving CGW 
reporter, bringing you the latest and great- 
est, saying “So long until next lime.” cgw 
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IBM Mac 

ADSDSaacrKit 43 

ADSD Collector’s Edition 39 ■ 

AD 8 D Collector’s Edit. 2 43 - 

BardsTilclll 31 

Bards TjleConstr. Set 32 

Betrajol at Krondor IQ 

Black Crypt 32 

Castles 36 2Q 

Northern Camp. 19 

Castles II 37 3Q 

ChaNcnjc ol Five Realms 38 

Champions ol Krynn 19 

Conquests ol the Lonjbow 42 42 

Curse ol the Aiure Bonds IS 37 

Darklands 39 ■ 

ArtDiskw/HB 13 

Darklands MPE 3793 • 

Dark Queen of Krynn 34 37 

DarksideofXeen 42 

Dark Sun 49 • 

Dau|htcr of Serpents 32 

Death Knijhts of Krynn 19 

OragonUnce Collec Ed. 43 

Eric the Unready 37 

EyeoftheBcholder 19 

Eye ofthc Beholder 2 38 

Eyeofthc6cholder3 3793 - 

FourCrystalsofTraiere 34 

Gateway Savage Frontier 3 1 


Heimi 

Inindo 


32 

S793 


King’s Quest I Enhanced 34 

King’s Quest Mil - 32 

King's Quest IV 39 

King's Quest V (VGA) 42 42 

King’s Quest Vi 47 - 

King’s Ransom 2793 

Legacy 34 

LegacyofNecromancer TBA 
Legend of Kyrandia 37 

Legends of Drakka 7793 

Legends of Valor 37 

Lord of the Rings 36 

Lord of the Rings 2 36 

Lost Vikings IQ . 

LureofTcmpiress 37 

Magic Candle 2 37 • 

Magic Candle 3 37 

Might&MagicISII - 32 

MightSMagclII 39 37 


Adventure/Role-Playing 
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Mights Magic IV 42 

M 8 M Clouds ol Keen 42 

Merchant Colony 32 

Rrates Gold 6793 

Pool of Radiance 

Pool of Darkness 36 

Prophecy of the Shadow 36 

Quest for GI 07 1 (VGA) 22 

QuestforGloryll 39 



Magic Candle ill 

This sequel in this popular 
series is much improved 
over its predecessors. Im- 
proved gameplay, graphics, 
and sound accompany you 
on a new quest to save t!ie 
lands around the Sofian Sea. 

IBM $37 


Quesifor Glory III 4 

Ragnarok 3 

Realms 2' 

Return to Zork It 

Ringworld 3 

Secret of Monkey Isbnd 37 37 

Secret of Monkey Island 2 39 37 

Secret ofthe Stiver Blades IS 37 

Shadowgatc - 25 

Shadowgatc (Windows) 31 

Shadowlands 33 

Shadow Sorcerer 34 

Spellcrah 37 


February Specials 


Hard Nova 

InL Sports Challenge 

Links/Bountiful Course Disk 

MBT. Cen, Germany 

Monty Python 

No Greater Glory 

Overrun 

Red Baron 

Robosport 

Secret of Monkey Island I 

Second Front 

Sim City Add-ons I &2 

Space Quest IV 

Scracego 

Team Yankee 

Test Drive II: Supercars 

Warlords 

Western Front 

Yeager Air Combat 

ThrustMaster TSR’s 


IBM 

16 


19 

22 

16 

12 
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Spoils ofWar 37 

TheSummonlrsg 38 

Tales ofMagic 39 

Treasures Savage Frontier 31 
Ultima VI 42 

UlunuVIl 47 

ForgeolVirtue 16 

Ultima VII Pam 2 47 

Ultima Tnlogy 2 47 

Ultima Underworld 47 

Ultima Underworld 2 47 

Uncharted Waters 43 

Veil ol Darkness 37 

Warriors of Legesd 22 

Wizardry Tnlogy 34 

Wiaard 76 (Banc) 39 37 

Wi 2 ard 7 7 (Crusaders) 42 42 


Present 


Amazon 
Batman Returns 
Carmen SanDiego: Past 
Carmen SanDiego: Eutmpe 
Carmen SanDiego: Time 
Carmen SanDiego: USA 
Carmen SanDiego: World 
Carmen SanDiego: Deluxe 
Carmen SanDiego: Amer. Past 
Castle of Dr. Brain 
Champions 
Classic Adv. Pak (LucasArts) 37 
Creepers 
0 /gencration 
Dagger of Amon Ra 
OeiaVul&ll 
Eco Quest 2 


2793 


2793 



Terminator 

2029 

One of the best action 
games out. Excellent graph- 
ics, MIDI music, and digi- 
tized sound FX. Features: 
Promotions, 19 scenarios, 
20,000+ map locations. 

IBM $42 


Elvira 2 43 

Floor 13 18 • 

Freddy Pharkas 3793 

Heart ol China 37 

IndyjonesfLastCrusade 34 32 

IndyJoncsfFaieofAtlantis 39 37 

Jaws ol Cerberus 43 

Leisure Suit Larry Trilogy S3 

Leisure Suit Lar 7 1 32 

Leisure Suit Lar 7 5 42 42 

Lost Flics Sherlock Holmes 42 

Lost Treasurcsofinfocom 42 42 



Carriers at War 
Construction Kit 

This kit allows modificadon of 
existing CAW scenarios or 
the creation of new scenar- 
ios. New scenarios include- 
Wake Island, Guadalcanal, 
and Tarawa. 

IBM $37 


IBM Mac 

Lost Treasures of Inlocom II 37 37 

LcsManIcy/lostinLA 38 

The Manhole 32 

Maniac Mansion 2 IQ • 

Oh No! More Lemmings! 22 

OuiofthisWorld 37 • 

Police Quest I • 32 

Poke Quest 2 40 

Police Quest 3 42 42 

Rocketeer vr/Sound Source 42 

Savage Empire 39 

Sea Rogue 28 

Seal Team 3793 • 

Waxworks 39 

Willy Beamish 
Wodcnslcin'Spear Des. 


42 42 


Future 


ArmeurGeddon 
Battietcch Powcrhiis 
Buck Rogers 
Buck Rogers 2 
Breach 2 
Cyberspace 
Dune 
Dune II 
Epic 

Elite Plus 


32 


Free D C. 

Gateway 
Hard Nova 
jonny Crash 
Leather Goddesses Phobos 2 46 
Legions ofKrella/StarLcgions 37 


”M" 

Martian Memorandum 
Mcchwarrior 2 
Megairavdler I 
Megatravdlcr 2 
Mcgatravcller 3 
Nova 9 

Out ol this World 
Planet’s Edge 
Powerhiis:So-Fi 
Privateer 
Rex Nebular 

Rise of the Dragon (VGA) 
Space Hulks 
Space Quest I'll 


3Q 
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Space Quest III 37 37 

Space Quest IV 42 42 

Space Quest V 42 

Spelliammcr 37 

Star Control 2 37 

StarFIi^t I 19 37 

StarRight2 19 37 

Star Trek 25ihAnniverM7 36 

Star Trek: Next Generation 3Q 

Strike Commander 3793 

Terminator 2029 42 

Twilight 2000 32 

Twilight 2001 1793 

Ultrabots 3793 

Wing Commander II 47 

Special Operations I 19 

Special Operations 2 19 

Speech Pack IS 

Wing Commander 111 3Q 

X-Wing 42 



Warlords 

Enchanced 

This classic wargame has been 
on cop of CGW’s Reader 
Poll for 2 years. Addictive 
medieval strategy game with 
1-8 human/computer players. 
A+ rating. 

IBM $19 


Hint Books 


AD 8 D Clue Books 
Avatar Adventures 
Bard’s Talc III 
Chaos Sirkes Back 


Chuck Yeager Handbook 
CIviliub’on 
Clouds ofXeen 
Dagger ol Amon Ra 
Darklands KB w/Art Disk 
Dungeon Master 
Dungeon Master Scrolls 
Elvira I 
Efvirall 

Eye of the Beholder! 
Falcon Air Combat 
Falcon 3 Strategic Guide 
Legend ol Kyrandia 
Lord of the Rings 
LucasFIm Air Combat 
Harpoon Battlebook 
Magic Candle 2 
Mights Magic III 
Planet's Edge 
Pools of Darkness 

Quest for Clues S 
Railroad Tycoon 
Rex Nebular 
Ringworld 

RunS Magazine 1-17 
Secret of Monkey Island I 
Secret of Monkey island H 
Sherlock Holmes 
Sierra Hint Books 
Star Trek 2Sth Anniveru^ 
Summoning 
Ultima VI 
Ultima VII 
Ultima Undeworld 
Wing Commander 
Wizard^E (Banc) 


Hardware 


AdLib 49 

CH-Flighistick 37 

CH-Virtual Pilot 62 

Gravis Eliminator Gamecard 29 
Gravis joystick 39 

Gravis Pro 41 

Gravis UlcraSound 130 

Pro Audio Spcctrum-16 239 

SoundBlaster Pro 180 

SoundBlaster Pro Basic ISO 

SoundBlaster MicroChannel 269 
Thunderboard 99 

ThrustMaster fli^t stick 69 

ThrustMaster Pro 114 

ThrustMaster Rudder Pedal 109 
ThnjsiMiscerthrottle 79 

ThrustMaslerTSR’s 12 


Viking Ratings 

Dogs of War: Seige Expansion A-t- 


Dune 11 
Stunt Island 
V for Victory #2 
Front Page Sports: 
Pacific War 
Wayne Gretxky 3 
Aces: 1946 
High Command 
Task Forc e 1942 
A.Twi.C. 

Special Forces 


A-F 

A-F 

A-F 

A 

A 

A 

A- 

U 

B- 

C-F 

C 







For information and release dates l-(404) 840-7906 
To place orders in U.S. and Canada l-(800) 852-6187 

Fax 1- (404) 840-7925 

2890 Lake Colony Drive, Suite 12, Norcross, GA 30071 
Please have credit card ready! Open Saturdays 10-5 for your convenience. 


SAME DAY SHIPPING depending on availabili- 
ty. Hours: Mon-Fri lOam-IOpm Eastern (6am- 
7pm Pacific). UPS $4.00 (AK & HI= $11) COD 
$8.00. Second day air: $2.50 extra. SHIPPING 
OUTSIDE OF U.S. is $12 & UPS Foreign avail- 
able. UPS OVERSEAS:3-day shipping time! 
Prices are subject to change so please call first! 

PHONE: (404) 840-7906 
24 HR. FAX: (404) 840-7925 
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iPre-WWIll 

Ancient Art ol War Skies 

IBM Mac 

37 

Slue and the Grey 

5793 



37 


Civil War Vol. l,2or3 

27 

32 

Cohort 2 

21 


Conquered Kingdoms 

37 


Conquest of japan 

37 


Discovery of Columbus 

37 


Genghis Khan 

37 


Gettysburg 

39 


Gold ol the Americas 

26 

19 

L'Empereur 

38 


Liberty or Death 

37 


Merclunl Colony 

32 


No Greater Gksry 

22 


Nobunaga's Ambition 2 

39 


PaUdmIl 

37 


P.T.O. 

3793 


Rampart 

25 


Red Baron (VGA) 

42 

42 

Mission Builder 

19 


Romance of 3 Kingdoms 

42 


Romance of 3 Kingdoms 

42 


iege 

38 


DogsofWar 

19 


Wariords/Enhanced 

19 


Waterloo 

19 


WoridWarll 

Aces of the Pacific 

47 


WWII: 1946! 

25 


RAF in the Pacific 

IQ 


Aces Over Europe 

IQ 


Campaign Disk 1 

2Q 


Acuon Sutions v3.2 

32 


Data Disk 

17 


B-17 Flying Fortress 

38 


Baiilcunk Barbarossa 

39 


Bismarck 

29 


Ompaign 

37 


Carriers at War 

42 


Carrier Strike 

42 


Expansion Disk#! 

21 


Fleet Commander 

6793 


Fleet Med 

39 


Grand Fleet 

39 


Great Naval Battles 

42 


Super ShipilAtlaniic 

19 


Scenario Builder 

3793 


AmericilAtlantic 

4793 


High Command 

44 


In Harm's Way 

39 


Malta Storm 

39 


MBT Central Germany 

39 


MBT Kursk 

39 


New World Order 

1793 


Pacific Theater Op 

5793 


Pacific War 

47 


Panicr Battles 

26 

29 

Patton Strikes Back 

17 

19 

Prelude to Jutland 

29 


Rommel North Africa 

26 


Second Front 

22 


Secret Weapons Luftwalfi 

t 44 


D0.335 plane disk 

20 


HE 162 

20 


P.30 

20 


P-80 

20 


Seventh Fleet 

39 


Silent Service 2 

34 


Silent Service 2 Classic 

22 


Task Force 1942 

39 



Their Kncsl Houritklhwks. 

Third Rckh 18 

V for Victory; Utah Seach 43 39 

V for Victory; VelildyeUld 43 43 

V for Victory. MkL Garden 3/'93 3f'93 



Conflict Korea 

Conflict: Korea concen- 
trates on the first year of 
the Korean war { 1 950- 
SI). Several scenarios with 
campaign game. Also: 
Hypothetical 1995 sce- 
nario, 6 difficulty levels. 

IBM $19 


IBM Mac 

Vfor Vaory Casscrinc Pass 2Q 2Q 
Vfor Viaory Stalingrad 3Q 3Q 

Victory at Sea (993 

Western Front 22 


Modem 


7ih Fleet 

A-)0Warthog 12 

A Lne in the Sand : 

ATAC 

Air Force Commander 
Allied Forces 1 

Comanche: Max. Overkill ■ 

Expansion Disk I : 

Expansion Disk 2 3/ 

Condicc Korea 
Conliici: Middle East 
Crisis in the Kremlin 
F.|l7ANi8hthawk(VGA} ■ 

F.I5 II Classic 
F-ISIII 
Falcon 3.0 

Operation: Fighting Tiger ! 

Falcon MC 
Global Effect 
Gunship2CI00 

Campaign Disk I 
Harpoonvl.3 
Baiilcsct 2 or 3 
Sattlcsci4 

Harpoon Designer Series 
Harpoon Scenario Editor 
Harpoon Challenger Pak S.E. • 

Harpoon II I' 

Hamer Assault 
jump Jet 

jumpjct"AccPack" 

KGB 

Ml Tank Platoon 
Mcgaforxress 

Mission Disk 1 or 2 ! 

Megafortress Mcgapack 
Pacific Islands II 2 j 

Patriot 

Shadow President 
Special Forces 


Batileneld 2000 3 

Breach 2 I 

Cyber Empires 3 

Fireicam 2200 3 

Global Effect 3 

Impcrium 2 

Mantis 4 

Speech Pack 1 

Mechamandcr 10/ 

Reach for the Stars 28 28 

Robosport (Windows) 38 37 

Rules of Engagement 39 

Rules of Engagement 2 4793 

Second Conflict (Windows) 34 
Space Inc. i793 

Spaceward HO! (Windows) 37 
Spaceward HO! (DOS) 37 

Star Legions 37 

Sur Legions 2 8793 

Tcgel's Mercenaries 37 

When Two Worlds War 3793 


General 


A-Train 42 

Construction Set 24 

Air Bucks 37 - 

Battles of Destiny 37 

Battle Chess 22 32 

Battle Chess (Windows) 32 

BattIcChess 4000 (VGA) 32 - 

BatileChcss 4000 (SVGA) 37 . 

Bull Aldnn's Race to Space IQ 

Caesar's Palace - 22 

Caesar's Palace (Windows) 22 

Chessmaster 3000 34 

Chessmasier 3000 (Windows) 43 
CIviliution 38 38 

Civilnadon Master Ediu'on 4S 42 

Classic S IQ 3Q 

Classic 5 (Windows) 

Command HQ Classic 
Design Your Train 
Design Your R.R. 

Design Your Landscape 


EIFish 


9793 

IQ 



Caesar 

As governor of a province 
of the Roman Empire you 
must build and fortify cities 
and expand your influence 
through conquest. Cities 
built up with ampitheaters. 
forums, aquaducts, etc. 

IBM $37 


High 

Command 


High Command 

Best WWII grand scale 
game yet! Covers 1939- 
1945 and models three 
aspects of war: military, 
political, and economic. 
Also: EGA graphics, 200+ 
page manual. 

IBM $44 


8793 


Empire Deluxe 
Eric The Unreidy 
Faccirisill 
Flight Sim 4.0 

Sound and Graph! 

Global Conquest 
Grandest Admiral 
Grand Slam Bridge II 34 

Heaven and Earth 32 

Hong Kong Mahjong 33 

Hong Kong Mahjong Pro 31 

KoylcsJCIassic 32 

Incredible Machine 32 

Lemmings 32 

More Lemmings & Gjame 33 
More Lemmings 22 

Lemmings 2 37 

Lexi-Cross 27 

Lost Admiral 38 

Lost Admiral Enhanced 12793 

Monopoly 28 

Monopoly Deluxe DOSTWin 37 
Perfect General 38 

WWII Scenario Disk 22 

Great Battles 2ClchCen. 25 
Perfect General Enhanced 8793 

Populous 2 37 

World Editor 3793 

Powermonger 34 

WWI Scenario Disk 3793 

Power Politics 32 

PowcrHIts; Movies 32 

Reach (or the Skies 


Risk 


26 


32 32 


32 


Risk (Windows) 

SargonV 
Scrabble Deluxe (Windows) 32 

Shanf On Bridge 32 2Q 

Sharif On Bridge (Windows) 32 

Shuttle 38 

SimAni 38 38 

SimCity 

SimCIty (Windows) 

SimCity Supreme I 
SimCity Supreme II 
SimCity 2000 
SimEanh 

SimEarth (Winckaws) 

SimFarm 
SimLife 

SimLifc (Windows) 

Soliaire (Windows) 

Solitaires Journey 


IBM Mac 

Spoils of War 37 

Stunt Island 37 

Super Tetns 32 32 

Super Tetris (Windows) 32 

ThcalreofWar 33 

Tetris 18 27 

Tristan 32 37 

Utopia 32 

Virtual Reality Studio 2 S7 

Welliris 2S 18 

Wordtris 29 32 


Sports 


AlhAmer. College Fill 91 
ATPTcnnis 31 

Bill Dliol . Nascar 32 32 

Car and Driver 37 

Complete PGATourGolf 31 





Second Front/ 
Western Front 

Two of the most detailed 
WWII strategy games 
available. Both include 
every historic division. 
Each available at $22 only 
while supplies lasc 

IBM $22 


The 7ih Guest 
Battle Cheu 
Battle Chess Enhanced 
Blade 

Bun Aldrin's Race Space 
Campaign 

Challenge of Rve Realms 
Chessmasier 3000 
Creepy Castle 
Cyberspace 
Dark Sun 
Dcsunaiion.Mars 

Eco Quest 

Great Naval Battles 

Iron Helix 

King's Flansom 

King's Quest V 

The Legend of Kyrandia 


Lost Trea 


es [nfocomil 
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Earl Weaver Baseball 

31 

Front Pg. Sports: Foottall 

42 - 

Front Pg. Sports: Baseball 

3793 - 

From Pg. Sports: Bsktball 

'93 - 

Games: Summer Challenge 

3S - 

Games: Winter Challenge 

35 

Grand Prix 

37 22 

Greens 

37 

Hardball 3 

37 - 

MLBPA Player Disk 

IS 

Stadium Disk 

15 - 

JackNicklaus Sig-Ed. Golf 

42 - 

Course Disk #2 

20 - 

John Madden Football II 

33 - 

Jordan - Right 

3793 - 

bnks 

39 . 

Unks 386 Pro 

42 - 

Course Disks 1-7 

Ilea - 

MicroLcague Baseball 4 

33 - 

1 NCAA College Football '92 37 

NFL Challenge 

56 . 

NFL Pro League '92 

37 - 

NFL Video Pro Football 

47 

PGATourGolf 

19 37 

PGATourn Crse-Dsk. IS IS 

PGA Tour Golf (Windows) 

37 - 

PGAToum.Crse.Diskl5 - 

Pool Shark 

22 

Pro League Baseball 

37 

PowerHits: Sports 

32 - 

Tony LaRussa Uli Baseball 

19 

Add-On Disks 

ISea . 

Tony bRussal 

37 - 

Wayne Gretzky Hockey 2 

36 - 

Hockey League Sim. 

28 - 

Wayne Gretzky Hockey 3 

37 - 

Wilson Pro Golf 

2793 - 

World Circuit 

34 

1 Keyboard Overlays 1 

A-IOTank Killer 

10 

A7.P. 

10 

Aces of the Pacific 

10 

B-17 Flying Fortress 

10 

C. Yeager Air Combat 

10 

F-IS Strike Eagle II 

10 

F-l I7A Nighthawk 

10 

Falcon 3.0/3.0.I 

10 

Fight Simulator 4.0 

10 

Jetfighter 1 and II 

10 

Megafortress 

10 

Secret Weapons Luftwaffe 

10 

0 

z 


1 M 

Manhole 

37 - 

Murder Makes 


Strange Deadfellows 

30 - 

North American Indians 

42 

Pacific Islands II 

3793 • 

The Secret ol Monkey Island 

47 

Secret Weapons of Luftwaffe S7 

^rif on Bridge 

IQ . 

Sherlock Holmes Cons. Dct. 

1 43 43 

Sherlock Holmes Cons. Del 

II 43 43 

Shuttle 

57 

Spaceship Warlock 

■ 55 

Space Quest IV 

42 - 

Star Trek 25lh Anniv. Editioi 

t IQ • 

Total Baseball 

42 

Total Distortion 

62 

Willy Beamish 

42 - 

Wing Commander + 


Secret Missions 1 S 2 

47 

Wing Comminder/Ukima VI 

57 

WoHpack 

3793 - 
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Scorpion’s 

View 


Scorpia is an experienced and respected 
adventure game expert. CGW is pleased 
to provide this forum for her distinctive 
and often controversial perspective. 


Are Role-Players Getting 
or 

Just What Are Just 


It In The End? 
Desserts? 


O ver the years, I have on occasion 
taken games to task for being 
unfair to the player in one way 
or another. More than once, my com- 
plaint has been the lack of suitable re- 
wards for playing and completing the 
game. It is time to look into this matter 
in greater detail. 

Why this clamor for reward? Primar- 
ily because reward is a basic facet of 
human behavior that designers tend to 
overlook, particularly in the game fi- 
nale. There is hardly a field of endeavor 
that does not provide some sort of 
award, some recognition of merit. Pul- 
itzer. Nobel. Oscar. MVP. Hugo. 
Emmy. Medal ofHonor. Game OfThe 
Year. With very little effort, a long list 
of awards could be compiled. 

Bashing the Dark Savant, for exam- 
ple, may not be on a par with finding a 
cure for cancer, but the principle is the 
same; something outstanding has been 
accompl ished and must not go ignored. 
Games actually have several levels of 
rewards and satisfactions. These can be 
thought of as “milestones” along the 
path to ultimate victory. Solving a dif- 
ficult puzzle, winning a tough fight, 
watching the party grow in strength and 
power; all these and more provide in- 


centives for the player to keep on with 
the game. 

So, getting there, as the saying goes, 
is certainly half the fun. Sometimes. 
We are all familiar with the “give it ail 
now and take it back later” feature of 
far loo many CRPG’s. The reason is 
simple: the mechanics of most of them 
aren’t designed with the fulLire in mind, 
'fhey are constructed to give the char- 
acters maximum development in a sin- 



gle game. Wizardry is a good example 
of this. 

The Wizardries (except IV) allow for 
unlimited advancement of the party. I 
am personally acquainted with a player 
whose party in Dark Savant had 
reached the 120th level, with the game 
only about half-completed. Obviously, 
bringing characlei’s of such God-like 
stature into a sequel would make play- 
ing that sequel a farce. 

Even well be fore such elevated levels 
have been attained, the characters have 
reached the maximum possible for 
their skills and attributes, and have ac- 
quired most, if not all, of the spells 
available. So, even if the characters 
were allowed into the follow-up “as is,” 
character advancement, an important 
feature ofCRPGs, has almost no mean- 
ing and provides little in the way of 
satisfaction. 

The only action possible, then, is to 
reduce the character levels when the 
party is transferred into the sequel. Not, 
perhaps, down to level one, but cer- 
tainly low enough to make it seem al- 
most like starting again from scratch, 
with the same characters who, only mo- 
ments before, were tough, competent, 
experienced adventurers. 
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Strategic Simulations, Inc. skipped 
around that difficulty in their gold box 
games by limiting advancement, “Thus 
tar may you go,” they said, “and no 
more until the sequel.” Some players 
were not happy about that, but it was a 
reasonable approach to a knotty prob- 
lem, and for the most part, it worked 
well. 

It provided a much better sense of 
continuity; the same team went from 
adventure to adventure, from strength 
to strength, much the same as players 
do in live gaming. There was no de- 
pressed feeling of watching those 
tenth-level characters, achieved 
through much hard work and many 
hours of play, suddenly broken down to 
wimps again. They remained, as it 
were, their true selves. 

Where SSI dropped the ball was in 
the matter of inventory. You could ex- 
pect, without fail, that most of the better 
items obtained in one game would be 
taken away under some specious expla- 
nation at the beginning of the next. 
Even Pooh of Darkness, which al- 
lowed the “good stuff’ to come 
through, was a trick. Half the time, the 
characters had to leave those items be- 
hind when they traveled to “other 
planes,” where they then had to sweat 
and fight to obtain temporary replace- 
ments — lemporai'y because those 
items couldn’t make the return trip. A 
more idiotic convolution would be hard 
to imagine. 

Players in a live game would never 
stand for that. As a one-time thing, a 
novel experience, maybe. However, if 
at the beginning of each new adventure 
the DM said, “Well boys and girls, this 
time all your good stuff has been magi- 
cally stolen by thus-and-so,” that is one 
DM who wouldn’t have players for 
very long. 

To put it in the simplest terms, con- 
sider this: “Well Mr. Nicholson, wc 
hope you’ve enjoyed your Oscar, but 
you have to give it back now lhatyoii’re 
starting a new movie.” Doesn’t make 
very much sense, does it? 

Viewed along these lines, then, most 
CRPG’s provide some satisfaction in 
the short term, but in the long run, as 
parties transfer into sequels, losing ex- 
perience, items, or both, the joy of 
achievement rather palls. There really 
isn’t a whole lot to like about treading 
over the same ground again and again. 
Sometimes, it seems the only real rea- 
son to bring over the “old team” is to 
avoid the lime and trouble of creating a 
new one. 




Which brings us to that ultimate mo- 
ment of a game: the ending. Foozle, the 
evil sorcerer/demon/enchantress/what- 
ever has been killed or otherwise dis- 
posed of, and the player is ready to reap 
the rewards of having once again saved 
the world, or a good portion of it. All 
too often, the reward is minuscule, or 
not even present. 

Since nothing drives it home like a 
good example, consider the perspee- 
tive of the game designer; You spend a 
year, two years, maybe more, on a 
product. You sweat over it, curse over 
it, dream about it at night. Finally the 
day arrives when the product is in the 
box, out the door, and on the racks. 
Then along comes Scorpia who says, in 
so many words, “'I'his game is a tur- 
key.” How do you feel about that? 
Pleased? Happy? Satisiled? Obviously 
not. All that work, all those hours, and 
your reward is what could be termed “a 
slap in the face.” 



Now see the player: here is someone 
who has spent $40-70 dollars on the 
game. He or she then spends weeks, 
months, possibly a year or more (as I 
know from the letters) on completing 
it. What is the final resolution? A 
screen that says “Congratulations, you 
won!” or “Your names will be in- 
scribed in the Hail of Heroes forever,” 
followed by the system prompt. That, 
too, is a slap in the face for all the time 
and effort put into playing the game, 
particularly when we know what’s go- 
ing to happen in the sequel. 

These situations arc opposite sides of 
the same coin. Both want something for 
their investment: the designer, good re- 
views and good sales; the player, a 
good time and suitable recognition. 

There are, of course, a number of 
games that have provided satisfactory 


endings. 1 still remember with fondness 
an old game called Questron. By to- 
day’s standards, it would be considered 
fairly mediocre. The finale, however, 
was another matter, which began with 
the hero (it was a single-player game) 
marching into the throne room as trum- 
pets blare, to receive recognition from 
the monarch. 'I’his sequence was all the 
more enjoyable for being so totally un- 
expected, especially in a 48K game 
played off floppies. 

More recently, Sierra, as usual, 
caught on sooner than most. The ma- 
jority of their games feature elaborate 
end sequences, of which my favorite is 
Quest For Gloiy //. Oddly enough, it 
happens to be another throne room 
scene. The hero stands in the Sultan’s 
chamber while all the people he has 
helped or shown kindness to during the 
game stand up and give a brief recita- 
tion of his deeds. The icing is pro- 
vided — for Paladins, anyway — when 
Rakeesh hands over the Sword of Fire. 

FTL added a brand-new ending to 
the IBM version o'i Dungeon Master 
which was not in the original release. 
This showed the destruction of the 
Firestaff and the revitalization of the 
surrounding land now that Lord Chaos 
was gone. It’s always nice to see some 
positive results from the party’s ac- 
tions. 

Endings do not necessarily have to be 
elaborate productions. The final mo- 
ments of T’/iei'i/mwowmg are very shoit 
when compared to the above. Almost 
along the lines of “one screen and off 
to the system prompt,” yet it is not 
disappointing, because the ending is, in 
my experience, unique. Short but sweet 
can be enough, loo, if it is done with a 
little imagination. 

So, we come to the final assessment. 
Game mechanics need to be designed 
not only with the current product in 
mind, but also the sequel. Giving away 
everything now only to be forced into 
taking it back later is not a good con- 
cept. Intelligent seeding of “neat stuff’ 
is another consideration; providing 
enough to finish the game, while not 
unbalancing future scenarios is some- 
thing of an art, but it can be learned. 
And the finale, the piece de resistance, 
the ultimate moment of glory, must be 
carefully thought out to provide suit- 
able recognition and reward for all that 
the player has accomplished in the 
game. Taken together, these can make 
playing the game, and its sequels, a 
much more enjoyable experience for 
all of us. cGw 
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A rmchair detectives have long en- 
joyed the adventures of Sir Arthur 
Conan Doyle’s famous sleuth, 
Sherlock Holmes. The analytical skills of 
this larger-than-life character have been 
portrayed in print, on Him and, most re- 
cently, on digital media. While Holmes’ 
earliest computer appearances took the 
form of text adventures, they still held 
great appeal as the interactive “novels” 
that they were. Nevertheless, in more re- 
cent days with the entrance of graphic 
extravaganzas and CD-ROM technology, 
the world’s most renowned and loved in- 
vestigator (with the possible exception of 
Coiumbo) has taken on a more colorful 
and lively, even animated, visage. 



When is a Game Afoot? 


Sherlock Holmes Consulting Detective 
II {Sherlock Holmes H) is, of course, the 
sequel to ICOM’s Ilrst whodunit on CD- 
ROM. Like the original, Sherlock Holmes 
II features three cases which the player 


must solve, each being a game 
within itself. As such, they can 
be tackled in any order with no 
bearing on each other. 

All three cases follow a tradi- 
tional mystery theme — murder, 
theff or both. Case one. The Two 
Lions, revolves around the 
death of two circus animals and 
a man. In order to solve this case, the 
player-as-sleuth must determine if there is 
any relationship between the death of two 
lions and a man by the name of Stephen 
l.yons. 

In The Pilfered Paintings, investigative 
skills must be turned toward uncovering 
the events behind the theft of several valu- 
able paintings. What was the motive for 
the theh? Could it have been an inside job? 

The third and final case requires the 
player to confront issues of greed, fidelity 
and political intrigue as he or she strives 
to solve a back-alley murder. Uncovering 
the motive and culprit in the case of The 
Murdered Munitions Magnate offers a di f- 
(Icult challenge. 

Welcome to Video Mystery 
Theater 

What sets Sherlock Holmes Consulting 
Detective apart from other games featur- 
ing the inimitable Holmes, is the style of 
presentation. Botii volumes of this series 
are classilled as Interactive Video Myster- 


iNTERAcnvE Video Mysteries 



Sherlock Holmes 

Consulting Detective 


DnicrT)i.<V:mis-AsYo(i\Uici[Wis\Viiii 
Ilf Ki\siHi StiimuVM) Srix SoiunrK( 

TiiTiKi; iNTRuaiSiU Cvr. 

ies, and with good reason. A major portion 
of game play is devoted to the player’s 
directing ofthe action as Holmes and Wat- 
son proceed to solve the case at hand, 
while viewing video clips of the conversa- 
tions taking place between the characters 
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involved and keeping one’s eyes and ears 
open for vital clues. Both are very impor- 
tant as live video action and digitized 
voices are employed in the unfolding of 
the story. 

Of course, all this is possible because of 
the media employed — CD-ROM. As a re- 
sult, a fair amount of video footage is 
provided (over 90 minutes), giving the 
whodunit a theatrical feel and providing 
the player with a sense of almost being 
involved in the action. 

Elementary, My Dear Watson 

Although solving the mysteries in Sher- 
lock Holmes li requires a good dose of 
detective work, understanding and using 
the interface does not. ICOM has devel- 


oped a consistent, intuitive 
design which requires little 
explanation. 

Following a brief intro- 
duction, the player is pre- 
sented with the Casebook 
from which he or she re- 
ceives instruction, views 
Holmes’ general introduc- 
tion to play, or selects the 
case to solve. The player 
also returns here peri- 
odically to save and load 
the game in progress. 

When a case is selected, 
the player is presented with 
an introduction to that particular mystery 
and is then taken to the main interface 
screen where most of the 
game’s action transpires. 

This screen, comprised of a 
map of London bordered 
with icons, provides access 
to Holmes’ Casebook, his 
Notebook of suspects and 
witnesses, a Directory of 
places and people. The 
London Times (which is 
also provided in printed 
form), a Cairiage for travel 
throughout the city, Hol- 
mes’ Files containing 
background information. 


the Baker Street Irregulars and the Court. 
Accessing the associated information or 
objects is just a mouse click away. 

Play is quite simple. For example, to 
travel to Scotland Yard one selects Hol- 
mes’ Directory. Doing so causes it to open 
in the center of the screen. From here, one 
turns to the listings under “S” and selects 
Scotland Yard. Then, with a click on the 
Carriage icon. , .voiia! Holmes and Wat- 
son meet with Inspector Lestrade for a 
brief discussion. Game play continues as 
long as necessary for the sleuth-in-training 
to solve the case. Though there is no time 
constraint on play, each action does in- 
volve a point penalty being added to the 
player’s score. 



281 YEARS AGO... 

THE HYPERSPACE BOOSTER IS DISCOVERED 


In 2095 CE a huge alien artifact was discovered in the far reaches of 
the Tau Ceti starsystem. It was a hyperspace booster, a device with 
the capabilitiy to "push” spacecraft thousands of lightyears through 
hyperspace. In subsequent decades, the booster was used to send 
colonists on a one-way trip to a cluster of stars dubbed the Local 
Group, far from the rapidly overcrowding worlds of the Home Cluster. 
For years the Local Group had been receiving Development Assistance 
packages from the Home Cluster, to update their technology and 
assist them in constructing new colonies. Fifty four years ago, the 
shipments mysteriously stopped coming, The next ten years were 
known as The Great Panic, a period of interstellar war and piracy that 
nearly destroyed human civilisation in the Local Group. Fortunately, 
at the peak of hostilities, a hyperspace booster was discovered inside 
the Local Group. The knowledge that two-way communication with 
the Home Cluster might be established acted to calm the Local 
Group. A monumental plan was put into action to move the booster, 
entirely at sublight velocities , into orbit around Cetus Amicus. But, 
during the twenty-plus years the move required, the Local Group 
again fell into turmoil, this time to emerge divided into two mutually 
hostile governments: the Federated Worlds(FW) and the United 
Democratic Planets(UDP). 

To Be Continued... 


□ MtNJITPEIMD 

SOFTWARE 


The war escalates this Spring. 


f f 

Impressions Software 

is expanding its American development team- 
and is looking for the best! 

Programmers experienced in C/C++ and Assembly language 
on IBM PC compatibles, and Graphic Artists experienced 
in VGA work wanted forexciting new games development, 
creating leading edge strategy games. 

We offer a fun working atmosphere in pleasant New 
England offices. Competitive salaries will be paid according 
to experience; successful applicants will also benefit from 
a comprehensive benefits package. 

Interested? Please send your resume to us at the address 
below; Graphic artists should also send samples of their 
work on floppy disk. 

'The Game De.sign Studio 
Impressions Software, Inc. 

7 Melrose Drive 
Farmington 06032 

Impressions 

Impressions Software is an equal opportunities employer. 
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solved the case at hand, one proceeds to 
Court. However, the player’s investiga- 
tion had better be thorough as he or she 
will be questioned on all the key points of 
the case. One wrong answer and it’s back 
out to continue sleuthing. Answer all the 
questions correctly and the judge will 
commend the player and tell him how well 
he did in comparison to Holmes. In most 
cases, there will be a signi ficant difference 
in scores with Holmes far in the lead. 

Where’s My VCR Remote? 

The most interesting portions of the 
game, and those critical to solving each 
case, are the interactive video scenes pro- 
vided in the small quarter-screen video 
monitor that appears when one arrives at 
an important location. Some are quite 
short, lasting only a few seconds, while 
others run for as long as several minutes. 
Fortunately, to aid the player in digesting 
the information presented so that no vital 
clues are missed, a set of VCR-like con- 
trols are provided at the bottom of this 
monitor. VCR-like “buttons” enable the 
player to return to the beginning of the 
clip, play the video, pause and stop the 
action. Missing from the first volume but 
included here is a scroll bar beneath the 
main controls which allows the player to 
jump to any point in the clip without hav- 
ing to play the entire piece over again. This 
comes in extremely handy as some of the 
actor’s accents make it difficult to identify 
certain words without listening repeat- 
edly. 

Examining the Evidence 

Graphic quality is good, presented in 
standard 256-color VGA mode. However, 
the quality of the video (though it only fills 
a small part of the screen) is very good, 
being noticeably improved over that of the 
first volume. Images are now brighter and 
clearer, exhibiting less distortion than be- 
fore. (Hopefully, continued improvement 
in video compression technology will 
eventually allow for even larger, higher 
resolution displays.) 


Music, when pro- 
vided, is also very good. 
Unfortunately, too little 
is available to “tickle the 
ear” in this game. Digit- 
ized audio accompany- 
ing the video clips is 
clear and undistorted, 
with a high degree of fi- 
delity maintained. 

Sherlock Holmes II 
shows other refinements 
over the first volume, as 
well. For example, the 
close buttons for all 
books and Information 
screens are now the same shape and in the 
same location (an earlier inconsistency), 
and the player’s score is now presented at 
the top ofthe main screen so progress can 
be checked as desired. 

Cloak and Stagger 

Actors, for the most part, have been well 
selected and provide believable perform- 
ances. The sets are quite authentic, as well. 
From a theatrical standpoint, Sherlock 
Holmes II succeeds ad- 
mirably. 

However, there are 
some significant weak- 
nesses that need to be 
mentioned. One is the 
noticeable absence of 
background music in the 
game. It is almost com- 
pletely lacking during 
play. There is also no on- 
line facility fortaking ex- 
haustive notes, some- 
thing required to suc- 
cessfully solve the 
crimes under investiga- 
tion (names can be added 
to Holmes’ Notebook, but no specifics can 
be supplied). 

The chief failing, however, is identical 
to that of the first volume — the overall 
brevity of playing time. Neither case takes 
longer than three hours to solve, while all 
three will take the average player only 


eight to ten hours to complete. With the 
much longer play time offered in other 
disk-based products, this concern needs to 
be addressed by lengthening the play time 
for each case or adding additional cases 
(five would be more appropriate). 

Rendering a Verdict 

As it stands, Sherlock Holmes Consult- 
ing Detective 11 \s a good product, and one 
of the few multimedia titles developed 
specifically for CD-ROM. Adding more 
extensive note taking and some back- 
ground music, and increasing the play 
time would make this offering an ideal 
entertainment value. 

Still, fans of the famous sleuth from 
221B Baker Street will enjoy playing 
ICOM’s latest release, as will those who 
love a good mystery. The player should 
note, however, that it is not a graphic or 
animated adventure. Those who prefer Si- 
erra- or LiicasArts-style games would be 
belter off with Electronic Arts’ The Lost 
Files of Sherlock Holmes. 

So, if one does not have a fireplace and 
a comly armchair in which to relax with a 
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favorite Holmes’ mystery or watch a Basel 
Rathbone rendition on the VCR, Sherlock 
Holmes Consulting Detective H is the next 
best thing. It will provide several captivat- 
ing hours of armchair investigation in the 
Sir Arthur Conan Doyle tradition. Pipe 
and magnifying glass not included, cew 





BM/Compatibles 


“Powerful prograni.s of growth and adventure” 

Tf[E MAGIC MIRIIOR ... a toolbox for your mind. E. Kinnie, 
PhD., Clinical Psychologist. $39.95. 

MAGIC MIRROR 11 . . . experiences for your mind. $39.95. 
MERLIN ... an apprenticeship. $29.95. 

I CHING . . . ancient Chinese wisdom and prophecy. $29.95. 

THE MAGIC MOUNTAIN ... a journey into another reality. 
Not for children. Male and female versions. $39.95. 

Blue Valley, 29 Shepard SI.. Walton. NY 13856 
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Cape 


Cod CoNNECTinM's 

Scroll To ® 

STRATEGY . SimulatI^ 


MS-DOS Simulation MS-DOS Strategy 

Software Software vForVflussian $41.27 

MomborehipPficeslistodonly. AUneln/Sand $21.17 VForVictofy $41.27 

Plflas«CalllofNon-Membor ‘ . - 

Pricing!! 

A-Train t37.07 BatDechess4.... 


CH Flight Stick 
Your off to the wild blue 
with this flight stick. Quality 
and precision make sim 
flying a pleasure. I've used 
it and tove it - Rob at CCC. 


MS-DOS Role 
Playing & 

Adventure Games 

MS-DOS Sports ao4DCoii.ii $ 41.27 

Software ADiDStarterlOt $41,27 

APSABaseball $21.17 Ama2or W7.07 

CarlLewisChallen *26.47 *^2.37 - • i ^ 

Duefk'sBBaiiEncyi..,. $21.17 crus.OarkSovant $37.07 Cape Cod Connection IS pleased to 

FentFoc»lball92 $21,17 DaggarAmonRa... 

FronlPageFBall $37.07 Dorklands 

Greens $31,77 Daemonsgale... 


RexNebular $37.07 SevenCitiesolGoldll 

SevenCitiasll tba Simlife 

Spellcratt $31.77 SlafContfol2 

Shadowlands $26.47 StrikeCommandef 

SpacewardHo! tba Tank2.0(Spec.Holo) 

Summoning $35.37 ThirdReich 

Two Towers $31.77 UHrabotsSanclionEarlh 


b CCC Member Price Gfet2.Hockeylll $31.77 Dragon’sLaira 

^ S42.00 HardballMI $31.77 Dunell 

^ X HardbaI13Teams $13,22 DungeonMastef ... 

J,Nick.Sign.Golf $37.07 ForgeotVirtue 

J. Nick. Course 1 $13.22 Gemlire... 


announce the OPENING OF CCC-EUROPE| 
$3T07 European Customers are encouraged 
*31.77 contact: 

$31.77 
$26.47 
$13.22 
$26.47 


Aircratl&Adven.F $26.47 Battlelsle $29.47 

AcesinlhePacilic $42,37 BattlelsIeScen's $20.62 

Airbucks $31.77 BaOlesoIDesliny $31.77 

AirTraflicConlrol $31.77 Bridge7.0 $26.47 

AirForceComman $31.77 BuzzAldrin'sflac $37.07 

AirWarrior $31.77 Campaign $31.77 

Anc.ArtWar/Sky $31.77 CarrierSlrike $37.07 

AT.AC $31.77 CarriersatWar $37.07 

B-17FlyingFort $37.07 Casdes $31.77 

$42.37 CasUesNorth.Ca. $15.67 

,$42.37 Casdesll $31.77 


T.LaRus&aBBall2 Iba 


F-15III, 

F-117A 

FalconS.O 

FalconSMissions. 

FttAdventufe685 

FSPro(Mallafd) 


I. JonesFateAll $31.77 


Kings Quest VI from Sierra. 
Flexible game design, 
more puzzles and variety, 
and multiple paths and 
diftereni endings make this 
adventure the best in the 
series. 

CCC Member Price 
t42.37 


$42,37 ChossmasteSOOO $29.47 

$21.17 Chess3forVVind $35.37 Unks3a6Pro $37.07 WngsQueslVl $42.37 

$13.22 Civilization $37.07 MicrosoflGolf $51.00 KGB $15.87 

$21.17 Civ.CoHectofs $42.37 NFLChall.3,0 $26.47 LoatherGoddessll $37.07 

GrandCanyonSco $15.87 Conflict: Korea $31.77 NFLVideoProFB $42.37 Legend $37,07 

Great Naval Bat's $41,27 ConfIit:M-East $31.77 


Gunship2000 $37,07 Conq. Wngdoms $31 .77 

Gunship2Scon $21.17 Conq.olJapan $31.77 

HawaiiScenery $15.87 CrisosKramlin $37.07 

HefO's357th $29.47 Cyber Empires $29.47 

Hyperspeed $31.77 GrigsbyPac.War $42.37 

Mantis, ExpFight $37,07 GlobalConquets $31.77 

MantisSpchAcc $15,87 GrealBat.20thC $21.17 

Oper UghtningStm .... $1 5.87 Harpoon $35.37 

RailfoadTycoon $15.87 Harp.Designer $29.47 

RedBaron $37.07 HighCommand $45.00 

RedBa/onMiss.D $15.87 LALaw $31.77 

RoscueAir911 $13.22 MonopolyOelux $31.77 

Seen. Enhancer Ed .... $21.17 Power PolitiesWin .... $26.47 

Sec.Weap.Lutf $37,07 RailfoadTycoon $15.87 

Sec. W. Miss. 1 $15.87 Shadow President $37.07 

Sec.W.Miss.2 $15.87 Siege $35.37 

Sec.W.Miss.O $15.87 Siege Expansion $17.67 

Sec.W.Miss.4 $15.87 SpacewardHo $31.77 

SimAnt $31.77 Solitaire' Journey $31.77 

SimAntlorWindow .... $31.77 Special ForcesB $26.47 

TaskForce42 $37.07 SpoilsofWar $31.77 

TahitiSconUpgr $21.17 SlarTrekAnniv $31.77 

TeamYankee2 $26.47 ThePerf.General $31.77 

TraconforWindow $31.77 Per.GenScen's $18.52 

TheLost Admiral $31.77 


Front Page Football from 
Dynamix. More realism • 
more options with one or 
two players or computer 
control play design 
capability, instant replays 
and more, make this the 
best tor football fans. 
CCC Member Price 
$37.07 


Pascal Stadler 

Cape Cod Connection (EUROPE) 
CP72 

1422 Grandson 1 
SWITZERLAND 

Swiss Tel. & Fax (024) 71 10 28 
for information and orders 
(boardgames only) 

Dll. Underworld $42.37 

UllimaVll $42.37 

UltimaVIII tba 

MS-DOS Games Yet 
To Be Released - 
Look For Them 
Soon?? 

AH-64 (Spec. Holobyte) 

Air Force PilofT rainer 
AvengerAIO(SpecHolo) 

CelticLegends 

Conqueslof Japan $31 .77 

DarkSun(S5l) 


CDROM Titles 

Mulli-MediaUpgrado 

Pfo16 S924 

CDPC $995 

Multi-Media Upgrade Kit 

$560 

LostTreos. Infocom $50 

Sec, Monkey Isl I $50 

Sec.Weap. Lull $65 

UlLUnde(g/WCom2 $55 

W.Comm.llw/allDala ....55 


Cape Cod gives 
careful 

DragonsLairili $31.77 Consideration to the 


Fleet Commander (RAW) 
HarpoonGold 
Harpoon Patriot 
JumpJel(Microprose) 

Liberty or Death (Koei) 

MagicCandlelU $35.37 

PacificWar(SSI) $42.37 

PiratesGold 
Piralesol Realm Space 
PTO: PacificTheaterolWar 


games it lists. 
Carnes listed in this 
ad axe the newest 
and best titles in our 
opinion. Other 
titles can be 
obtained!! 


ProLeagueBBall $31,77 Leg.Kyrandia $31,77 

Summer Chall $29 12 LosiFilesS, Holme $41.27 

Strato-Mat-BBall $21.17 LoslTioas.li $26 47 

Tom Landry FBall $26.47 LureofTemptress $26.47 

MagicCandlell $35.37 

You’ve Worked MaglcCandlelll $35.37 

Hard All Week - M*MCIoudsXeen $37.07 

naiQ Ail wee* pimlesGold $37.07 

Treat Yourself to a PiralesrealmSpac $35.37 

Came OuestlorGlorylll $37.07 

Realms $15.37 


The Cape Cod Connection Membership 
Plan gives YOU: 

A way to cope with the RECTESSION and 
HIGH PRICE combination! 

Software, Tabletop Games (War and Role 
Playing, Minatures, Old tyme Baseball 
Caps, and more!! 

The Cape Cod Connection Membership Club - CCC's Answer To The Recession, Recessionary Pricing!!! 

CAPE COD CONNECTION has essentiaily evolved into a Membership Club. Simply the finest club in the industry today. Club members receive the Best Price, the Best Service, and 
the Best Information. For that reason the product prices listed above are for MEMBERS ONLY. Join the club with your first order. It's only $20 for a FULL YEAR. You do not have to 
become a CCC Member to order from us. Please call for Non-Member Pricing, CCC offers every electronic means known to mankind for ordering. We are open Monday - Friday 
10 AM • 8 PM and Saturday 10 AM - 5 PM. CCC now has a store location at 845 Main St., Falmouth, MA 02540, drop in and browse. All phone numbers are the 
same. Overseas Dealer Inquiries welcome. (Prices and availabilily may vary.) CCC policy is to replace defective software with the same. 

MAIL TO: 21 PLEASANT VIEW AVENUE 

FALMOUTH, MASSACHUSETTS 02540 

NEW BBS 1-508-540-8732 . Voice Orders 1-800-729-6733 . 1-508457-0738 • Fax 1-508457-4558 


Circle Reader Service U37 



W\)ou Hat!) peen 

A Review of The Summoning 


The Party of the First Part 

Hear ye, hear ye! It is once again time to 
slay the mighty and infamous Foozle or in 
this case the Shadow Weaver. He has 
raised a large army of cutthroats and vil- 
lains and will soon lake over the land. The 
first anny and fleet that the Council sent to 
defeat the Shadow Weaver’s island fast- 
ness has been destroyed. The Council 
plans to commit a second army to the task, 
knowing it will fail, to serve as a distrac- 
tion for your covert entry into the Laby- 
rinth. 

The Party of the Second Part 

The Summoning is a single character 
CRPG that runs in real time. All activity 
takes place indoors. One looks at the many 
corridors and rooms from an overhead and 
slightly oblique angle. Commands may be 
issued and inventory manipulated by a 
mouse, the keyboard or a combination. 

There are six characteristics. Strength 
will produce more damage when in melee 
and let the player carry more. Agility sets 
the rate at which the player moves and how 
fast one recovers from the previous action. 
Endurance is a measure of staying power, 
both in combat and when moving heavy 
objects, such as the large moveable blocks 
that are sometimes used to weigh the many 
pressure plates found in the game. Accu- 
racy details how well the player can hit the 
mark with missile weapons. Talent will 
determine how many spells can be memo- 
rized in each of the four spell categories at 
one lime. Power is the magic equivalent of 
strength. It will make spells last longer and 
do more damage. 

Characters may be generated by random 
roll, by direct allocation from a pool or a 
combination of the two. 1 found the 
method that produced the most powerful 
character was direct allocation. It is possi- 
ble to create a character that has the maxi- 
mum value for four of the six attributes and 
a 19out of20 forllfth, leaving the sixth at 
zero. Personally, accuracy seemed to be 
the least useful stat. It can be useful, but 
means are provided within the game to 
increase stats as the game progresses. Af- 
ter creating a set of stats that meets ap- 
proval, one is specially trained in one class 
of weapon and one category of magic. The 


by Samuel B. Baker 


TITLE; 

The Summoning 

SYSTEM: 

IBM 

PRICE: 

S59.95 

PROTECTION: 

Documenialion Look-up 

DESIGNERS: 

Chris Slraka and Thomas Holmes 

PUBLISHER; 

Elcclfonic Arts 


San Mateo, Ca. 



four classes of magic from which to 
choose are Wizardry, which induces dam- 
age; Sorceiy, which manipulates oneself 
and the environment; Enchantment, which 
protects one from harm; and Healing. 



Discovery 


The features and interface of The Sum- 
moning may be summed up in one phrase: 
creature comforts. Everywhere one looks 
through the game, one can see that great 
effort has been made to ensure that the 
player is playing the game and not making 
rnaps, taking notes or shouting at the de- 
signers of the interface. When one moves 


to restore a game, the saved games are 
listed in order with the newest save ap- 
pearing at the top of the list. The automap- 
ping feature is an improvement even on 
the beautiful maps of Origin’s Under- 
world. The maps are multicolor and show 
all features plainly. When levers are 
Hipped or pressure plates activated, any 
doors opening or teleporters which be- 
come active are shown on the map if the 
player has explored that area. They can 
even be printed. Notes cannot be written 
in the margins though. The extensive NFC 
interactions may be printed also. 

The graphics are pleasing and well pre- 
sented for this type of game. Small ani- 
mated windows open up to show 
important events. I particularly liked the 
one that depicts the player falling into a pit. 
Sound effects through my Sound Blaster 
Pro were adequate when they were there. 
Unlike most games, sound effects are lim- 
ited to events, rather than a constant susur- 
rus. Music is only heard during important 
moments, but was easy on the ear. For 
once, I wish there had been greater use of 
music in a game. Usually, I turn it off after 
a few minutes. 

The Evidence 

At first, I was annoyed by the real-time 
aspects of combat. Not an arcade fan, I find 
the complexities of working an interface 
and determining the best tactics and 
switching weapons to be a chore. The elec- 
tronic critters don’t have this problem. Af- 
ter a bit, I found that the combat was quite 
manageable. There are many different 
strategies that may be pursued, depending 
on the strength and speed of the foe, the 
methods at hand and one’s own tastes. I 
found that Healing like a bulterfiy and 
slinging like a bee paid dividends when 
there were many adversaries. Combat for 
the most part is brief and intense. Some 
experimentation will be necessary to de- 
termine what weapons are the best tradeoff 
between speed of use and damage deliv- 
ered. Weapons may be used in both hands 
and shield bashing is a welcome possibil- 
ity. 

As was mentioned in the preview (CGfV 
#100), the screen is split into two parts: the 
field of play and the character manage- 
ment screen. To equip an item, one places 
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it on the large wooden mannequin on the 
left hand side. If the item is worn as op- 
posed to held in the hands, such as a mace, 
it will appear in its proper place. There is 
a third screen which stops time when in- 
voked that allows one to memorize spells 
through the assembly of a series of hand 
movements. Whenever a new spell is ac- 
quired the letters corresponding to the 
hand movements should be written down 
in the space provided in the back of the 
manual. 



The Issues 


Items needed to activate a door or give 
to anNPC are usually found close at hand. 
There are three exceptions that should be 
noted: The first is that the player needs to 
find a total of three pearls in the areas 
preceding the knights’ domains before 
continuing. Two pearls are used near 
where they are found. The third must be 
carried all the way into the Citadel or else 
one may not finish the game. As indicated 
in Scorpion’s Tale (CGIT #101), Scorpia 
had to go on a long quest back to retrieve 
this last pearl which she had left in some 
stash earlier in the game. Needless to say, 
she wasn’t happy. 

The second is that the player should save 
one of everything except keys for a loca- 
tion near the Citadel or else spend a great 
deal of time playing scavenger hunt. Take 
it from one who knows. 

The third concerns the many teleporters. 
If the player, a monster or a large object 
goes through a teleporter and there is a 
monster or large object at the landing 
zone, the object or monster landed on will 
disappear. This may lead to important 
items being lost. Monsters wander around 
and will periodically find a teleporter on 
their own. 

The puzzles in the later stages of the 
game should prove a challenge to most 
players. Many have a proper solution and 
a “creative” one which may be found 
through the possession of certain objects 
or the useful arrangement of them. For 
example, 1 was able to pass by a series of 
teleporters that go off and on in sequence 
by using dead bodies to shorten the path of 
the rolling ball that triggers them on and 
oft'. 


Almost every item in the game has a 
limited lifespan. Weapons will break, 
shields will wear out, and special items 
will use up their magical charges. This 
means that one is constantly trucking 
around with a massive quantity of junk in 
order not to be at a loss at some future time. 
The upside of this, however, is that the 
player can be given some rather neat items 
which would seriously imbalance the 
game otherwise. Eventually, the player 
may have the opportunity to use an area in 
the game as a permanent stash so that 
problem may be eased. 

In the end, one does not get to fight the 
Shadow Weaver. All action takes place 
through set-piece animation and dialogue. 

1 would have preferred a more active role 
in the denouement, but I did enjoy what 
transpired. Certainly some of the fiercest 
fighting took place on that last level, 
which was some compensation. 

Instructions to the Jury 

In addition to those points of irritation 
mentioned above, the space required for 
saved games, as time passes, deserves no- 
tice. At the end, my save game files were 
exceeding 750IC each and had been over 
500K for some time. Since their own hint 
line and my experience recommend mul- 



tiple saves, particularly at the beginning of 
each new section, many may find their 
hard disks filling up precipitously. 


The Verdict 

This game arrived in my mailbox on the 
same day as my storebought copies of 
Great Naval Battles of the North Atlantic 
and Crusaders of the Dark Savant. I 
played al 1 three games that day, but as time 
passed I found myself more and more 
involved with The Summoning, playing it 
not out of duty, but of pleasure. There are 
few satisfactions in life to compare with 
the “I’ve got it!” stroke of inspiration or 
perspiration that allows one to unlock a 
puzzle. I was sorry to finish this game. To 
those not put off by real time combat and 
who have the space, this game may well 
find a place of honor on the hard disk, cew 


QQFs Strategies of the Month 


Vol. 18 


A monthly column to improve the quality of play 


BATTLES OF DESTINY: A parade to the front lines is not as 
effective as collecting a small force and then attacking with multiple 
units. Using bombers to soften the enemy's front lines can also make 
the job of destroying your opponent that much easier. • The Challenge: 

In the map “Compete”, do not utilize any air transports. 

CONQUERED KINGDOMS: Fighting dragons can be tough, but it 
can be done effectively. Things to remember about the dragon: it cannot 
range fire if there is a unit in the same square, its nemesis is the archer 
but knights and cavalry are also effeedve, and dragons cannot attack a 
unit in the keep of an occupied castle (but they can bombard the keep). 
Attacking with or defending against dragons incorrectly can be any 
player's achilles heel. 

THE PERFECT GENERAL - The all new “Greatest Battles of the 
Twentith Century” Scenario Disk is available. "The Hollywood Dream" 
pits you against the Japanese, who invade the west coast of the U.S. 
This scenario is not meant for the weak hearted. Using mobile 88’s and 
artillery wiU help to defend the homeland. Defend these units well 
though, because they are easily killed. • A Great Challenge: Try 
defeating the attacker on “Dnepr Bridgehead” without using any medium 
or heavy tanks. 

Quantum Quality Productions 

1^6RiverAvenue^^Iemington^^^^^_08822^___^_^^^___^908}_788^2799 
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T he upcoming mail-based Star Trek: 
the Next Generation entertainment 
centers, a joint project of Paramount 
Pictures, Bdison Brothers, and Spectrum 
HoloByte is but the latest computer gam- 
ing license of a Star Trek product (See 
CGW#101 December 1992 for a detailed 
accounting of this pro- 
ject). Five years ago, Si- 
mon and Schuster re- 
leased the third and fourth 


games in their licensed Star 'frek series; Star Trek: First Contact 
(1988) and Star Trek: The Rebel Universe (1988). Earlier titles 
in the series were Star Trek: The Kobaysoshi Alternative (1985) 
and Star Trek: The Promethean Prophecy (\ 986). Unfortunately, 
none of these games were cutting edge designs. Failing to capture 
the minds and wallets of computer gamers, they have become (in 
world ofStar Trek) as forgotten as Jeffrey blunter (Christo- 
pher Pike in the original Star Trek pilot, The Cage). 

One wonders how many computer game “outsiders” pur- 
chased these games on the strength of the license and failed 
to be drawn into the world ofeomputer gaming as a hobby 
because the designs were not compelling as gc/we.v? We will 
never know. What wc do know, however, is how 
a company with no reputation for 
computer game publishing got what 
could have been the hottest 
license in the history of the 
hobby. You see, Simon 
and Schuster Inc. and 
Paramount Pictures at the time were both owned 
by Gulf & Western. Thus, S&S had the inside 
track for the license (an extension of the book 
licenses). Too bad for gamers. 

The movie license for Star Trek V: The Final 
Frontier went to Mindscape prior to it’s merger 
with Software Toolworks. Unfortunately the game was not any more 
compelling than the S&S Trek games. 

_ ButalUs not lost. In 1990 Konami, who had the “electronic games” 
license Ibr^/w Trek games hired Interplay Productions to produce 
a Star Trek cartridge game for the Nintendo 8-bit system. As part o'’ 
the agreement, Konami signed over the rights for Star Trek 
computer games to Interplay. Interplay’s first computer game 
release LinderthisaiTangement was last winter’s The 25th Anniversaiy. 

That product has done so well that Paramount and interplay signed a new contract 
going through the year 2000, giving Interplay the right to do 
a variety of Star T rek games. 

Simon and Schuster also prodticed a Next Generation title, 

The Tronsiniwn Challenge. However, Spectrum HoloByte 
now has that license and will be producing, not only the mall 
based product already mentioned, but a line ofStur Trek: The 
Next Generation games as well. As gamers, we hope that 
Interplay and Spectrum HoloByte can take the Star Trek series 
of computer games to a place that none of them have gone 
before: success. 

Footnote: More than one com- 
puter game manufacturer has asked 
CGiVm recent days if we knew who 
got the license for the Deep Space 
Nine computer game products. As 
of press lime, wc did not know. 

The top five games ten years ago 
this month according to the Febru- 
aiy 1983 CGW Poll were: IVizardn’ I (Sir-Tech), 

Chopljler! (Brodcrbiind); Knight of Diamonds (Sir 
Tech); Guadalcanal Campaign (SSI); and Olympic 
Decathlon (Microsoft). The top live games five years 
ago (February 1 988) were Ultima /K(Origin); Gettys- 
burg the Turning Point (SSI); Wizardty I (Sir-Tech); 

Star/light (F.A); and Kampfgruppe 
(SSI). CGW 
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Computer Gaming Work! 


REALLY MEANS... 

...It means that we’ve hacked our way through hundreds of titles to find the 
best, then we slashed our prices. So you spend less time trying, and more time 
flying! Here are some of the games we’re playing this month... 


B-17 Flying Fortress... 

....$39 

liM^ivAi 1 veager’s Air lombat... 

....$38 

Links 386 Pro 

....$a2 

[------'IrJ *'’°*’®* Conouest 

....$37 

Out of This World 

....$36 

HI Av Indiana Jones 4 

....$37 

Ultima Underworld .... 

....$67 

PmiVWvW cunshipzooo 

....$39 


THE SOURCE FOR SOFTWARE, THE GUIDE TO GAMES 

I-BOO-624-8228 

Internat'l Pax/Phone: 1-718-624-8228 

HOURS; 12PM - 12AM EST, M-F ADDRESS: Digital Dungeon 45 Duffield St., Brooklyn, NY 11201 TERMS: We accept money orders, personal checks, wire 
transfers. Credit Card and CASH/CERT C.O.D.'s from established customers. SHIPPING: We charge by shipping weight/class + 15%. We use U.S. Mail. UPS. 
Federal Express & Airborne Express. APO's are no problem, charged 1st class mail rate. Foreign shipping by weight S courier + 25%. N.Y.S. residents add 8.25% 
sales tax. All products are new and guaranteed. Call for exchange/return policy. NOT RESPONSIBLE FOR TYPOSI 
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Omnitrend's 
Paladin 2 


by Allen L. Greenberg 


F ighting evil, so long as a movement 
point yet remains within them. Om- 
nitreiid’s paladins are computer 
gaming’s most dependable wind-up toys. 
Armed with only a sword and a wrist- 
watch-iike intelligence to guide each of 
their mechanical steps, these Lilliputian 
heroes battle to the end of the earth or, at 
least, to the end of their turn. “Real lime” 
is but an illusion; “three dimensions” sud- 
denly fall Hat; “virtual reality” is as real as 
it ever was. The paladins — along with 
their Buck Rogers analogues, the Breach- 
men — eschew such contrivances. Like 
timeless legions, they stand steadfast ... 
until someone instructs them to walk 
away. Having proved their worth many 
times in the original Paladin, they again 
stand ready in Paladin 2. 

Players of the original Paladin will find 
much which is familiar as they begin Pala- 
din 2. Using the phased command/move- 
meni system which is normally reserved 
for computer wargaming, Paladin 2 con- 
tains a series of miniature fantasy role- 
playing quests. The various goals and 
parameters for each mission are available 
both on-line and in the game’s detailed 
documentation. The Paladin 2 package 
contains 20 dilTercnl missions along with 
a quest-building program. These individ- 
ual quests may also be linked together in 
order to form more involved campaigns. 
As in the past, a lloppy disk containing an 
additional 20 .scenarios is also available. 

For each outing, the player becomes the 
game’s title character — an altruistic 
knight in command of a “mission impos- 
sible” party of secondary characters. 
While the membership of the adventure 
party changes from one scenario to the 
next, the paladin himself will remain con- 
stant, provided he is able to survive. With 


TITLE; 

Paladin 2 

SYSTEMS; 

Amijja, IBM 

PRICE; 

S59.<JS 

PROTECTION; 

Dck umurualion Look-up 

DESIGNERS: 

Cliris Bamford, Thomas Carbone 

PUBLISHER: 

Omnilrend/ImpressioMs 



each victory and success, he will become 
an increasingly adept hero. A “green” 
paladin may be generated at any time, or 
he may be carried over either from the first 
Paladin scries or from Breach 2. The vari- 
ous missions arc ranked according to dif- 
ficulty, but need not be tackled in a 
specific order. Each quest may be played 
at “beginner” or “advanced” level. The 
advanced level offers less vulnerable ene- 
mies as well as a less omnipotent point of 
view. 

The paladin, of course, is an apprentice 
knight. The various party members may be 
a swordsman, ranger, thief or mage. Each 
is given a set ol‘ statistics which reflect 


these professions. These indicate the char- 
acter’s ability to light, aim weapons from 
a distance or detect danger. Other numbers 
show the party member’s health and the 
degree to which he is encumbered by a 
heavy inventory. Most importantly, the 
player must be aware of the number of 
movement points a character has left. At 
the beginning of each turn, a character is 
allowed a certain number of these which 
depend on his condition. Each action — 
from taking a step to swinging a weapon 
— must be purchased with movement 
points. Once these are gone, that character 
is unable to move until the next turn. The 
turn concludes by allowing the computer- 
controlled. evil opposition to have its turn. 



Math and Magic 


While the tactical challenges presented 
by this system arc immediately obvious, 
many players have also been sensitive to 
the substitution of simple mathematics for 
the feel of real time combat. By carefully 
counting steps, so that a turn begins with 
the hero just out of an adversary’s reach, 
it is possible to demolish the poor villain 
without giving him a turn to fight back. 
This particular advantage, however, has 
been somewhat olTset in Paladin 2 by a 
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greater variety of spell-lhrowing demons 
who may attack from a distance. While 
one miglit wish for a slightly more elegant 
combat system, this is still a more chal- 
lenging game of “math and magic” than 
presented by its predecessor. 

The 20 scenarios included cover a fairly 
wide range of difUculties and each one 
may be changed or edited using the quest 
builder program. Quest objectives may in- 



clude rescue operations, the destruction of 
a portion of the enemy, the capture or 
destruction of certain magical sci’olls or 
the takeover ofspeci He sentry posts. There 
are a variety of tcirains which the parly 
must cover, and “teleportation squares” 
will also complicate progress. 

Omnitrend’s icon-based, poinl-and- 
click interface has been nicely upgraded 
since the original FaUulin. Most notice- 
ably, diagonal movement and attacks are 


now permitted. Using the mouse, players 
indicate either a character's next action or 
a course of movement. Unfortunately, the 
character cun'ently under control is not 
highlighted. This can cause some confu- 
sion, (u' even lead to the inadvcitent assault 
against an adjacent, fellow party-member. 
Command icons available allow a player 
to pick up, drop or use inventory. Other 
icons call up a list of possible spells, show 
an areti map. and list the quest objectives, 
indicating those which have already been 
accomplished. 

Paladin 2’s graphics are simple, yet they 
are very adequate. Some animation of the 
various characters is available as an option 
when the program is llrst booled. Some of 
the sound effects sound as though they 
were produced by a dying group of barn- 
yard animals, though oihei’s do add a nice 
touch. One of the game’ s most outstanding 
features is its documentation. A brief yet 
thorough tutorial makes the game accessi- 
ble to any newcomer. In addition to an 
introduction to each scenario, there are 
also descriptions of each of the various 
spells, creatures and paraphernalia which 
appear throughoul the program. A techni- 
cal supplement also guarantees that no one 
will have any trouble using the quest 
builder program. Should the United States 
make no other cultural contribution to the 
remainder of the civilized world, we may 



rest assured that its game manuals will 
always put those from other countries to 
shame! 


Paladin, Paladin, Where Will 
You Roam? 

While it is true that most fantasy role- 
playing games have been advancing state 
of the an presentations at a frenzied pace, 
it has not necessarily been true that their 
results have met with universal approval. 
Unfortunately, many players may acci- 
dentally miss out on Paladin 2 because of 
the deluge of products which scream more 
loudly for attention, yet offer far less in 
entertainment. Although one might hope 
for more interesting combat interaction, 
there is no shortage of reasons to recom- 
mend this product to strategy-minded 
role-players of all levels. This particular 
wind-up toy clearly continues to prove its 
worth on the field of battle, cgw 
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10_G/lME5_EDR_$j4,5D D 
Includes: Oemolilion Mission. D 
Army Moves, Bad Sliccl Brawler, B 
Tai-Pan, Fist, Tai-Celi, Mutants. | 
lyrus Chess. Doc the Destroyer, I 
1 Uiidium. Less lhaii $1.50 eachl 


m w '^FUGHy*^°^IMULATDnS? 
F-15 Strike Eagle Sli 


BM... ADVENTUBE_ GAMES; 

)ucK Rogers 1 $19.50 

Tcrocsol Lance $19 50 

>agons ot Flame 
DucWon It 

iVar ol the Lance $19.50 

$19 50 
$14.50 


Gunship $16.50 

Tomahawk $14 50 

Super Huey II $ 950 

Star Glidei II $14.50 

XiphdS $14.50 

Carrier Command $14.50 

Sky Chase $14.50 

David Woll Secret Agent $14.50 
Blue Angels $14.50 

Rocket Hanger $14.50 

• • Strike U.S.A. $14.50 


! Mak 


$19.5 


S 950 

World Geography S 9 50 

US. Gepgrapliy S 950 

Barney Bear goes to School $14.50 
Discovei Numbers S 500 

Discover Alphabet S 500 

Discover Math S 5.00 

Grade A Mairi 1-2-3 $16 SO 


VIS/VMC ORDERS CALL TOLL-FREE 

1-800 - 676 - 6616 

Credit Card Orders Only!!!! ($25 minimum) 


s more Items lor ell 

ditlcrcnt computers... Apple, 
Atari, Amiga, C64I128, MAC. 
1 more IBUMS-DOSII 


SUPER BUNDLE FOR AMIGA 
l.ll_eAMES_EQFLJ2i,A0 

Vampue Empire. Sky Blaster. Triple X. 
Crystal Hammer, Fmal Misskm. UtPe 
Dragon. Esiumo Games. Powerstyi, Spm 
Work) & Clever and Smart. 


Star Saga II $19 50 

)ragon1oid S 95( 

''■lendoicJ tneCiown $1460 


S 1650 

ilher Godesses of Photos $1150 

4mes of Titan $1150 

BM_ CDcflQM_50nWAHt 

Barney Bear goes b Sdiool S195( 

‘CD Giab Bag Sts 00 

;o Game dUection $390( 

ihbssmasler 3000 $44 CK 

I Cdechon wf ' " ■' 

Immortal 

Great Cities at theWeto USO. 

loundotmaBaskerwles $4900 

Jones in me Fast Lane $39 00 

<ng's Quest 5 $ 2900 

.OOM 

Uued up Mother Gtose 
^oeno Shareware 2.0 $24.00 

Secret ol Monkey Island $49 00 

loimes ConsiA^ Detective $49 OO 

Shareware $39«l 

VGA ^Wfum 
V/ing Cemmartof Bundle 
r^2,CorTimander^WTt3^^ 


COMPSULT 

P.O. BOX 5160 
SAN LUIS OBISPO 
CA 93403 


TO ORDER: Sond cticckor money order inciuding shipping charges of $5(or 
U.S.A.,S8forCanada,S16aiiothers.Caii(orniansmuslinciude7.25%saiDStax, 
To receiveourcornpletecataiogofoverS.OOOitemsforaiicompiJler types, send 
$2 in cash or stamps to Iheadove address. Thecatalog isf REE with any order. 

To check lor an item not listed here, call (805)544-6616. 


PANZER SALIENT 

The Battle of the Bulge 

Continuing it’s tradition for excellence, COMBAT ENTERPRISES 
INC. proudly announces their newest computer simulated play-by- 
mail WW2 wargamc-"PANZER SALIENT' depicting the Battle 
of the Bulge. 



Players may choose tactical (Division) or strategic (Army) 
commands. Whichever role you chose, you will find yourself in a 
highly interactive, intensely fought wargame where your 
generalship skills will be tested to the maxi PANZER SALIENT 
uses the proven game system found in our popular "Crisis in the 
West" game. Fire & Movement (#83) writes, "The maps are 
beauiJfuL.. offers players the many joys of partaking in an umpired 
game with its good fag of war rules.. .give serious thought". 

Initial startup costs $45 which comprises your first full turn, full 
color situation maps, full color manual, unit sheets, OB 
worksheets and a performance rating at the end of the campaign. 
Follow on turns arc $20. We also offer a variety of books and 
games at discount prices. For sign up or information, write 
Combat Enterprises Inc., PO Box 763, Bel Air, MD 21014 or 
call (410) 838-7602. All inquiries arc welcome. 

In the works: WARSHIPS - Naval surface actions-the heavies. 
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Blow It 
Out Yom Ear. 




Sound Blasler is a trademark ot Creative Labs, Ire. Wintlows is a trademark ol Microsott Corporation, ©1992 Creative Labs. inc. 
Alt rights reserved, iiternalionat inquiries: Creative Technotogy, Ltd, Singapore Tel 65-773 0233 Fax 65 773-0353 


CRZATIVZ 


Pump up the 
volume with 
Sound Blaster ! The 
sound card from 
Creative Labs. 

Experience the full power 
of 11- voice synthesized 
music and 8-bit sampled 
sound effects. Don't just 
hear it. . . let it blow you away ! The scream 
of your F-15's engine as you elude enemy 
fire. . . the crisp crack of your bat when 
you hit a homerun off the screen. . . the 
echoing ring of sword against sword during 
your next fantasy adventure. 

No wonder Sound Blaster is the world's 
#1 seller. And why it's the sound card that 
more gaming software developers write for 
under DOS or Windows” 3.1. 


To find out 
more about 
Sound Blaster, 
the only sound 
card that's 100% 
Sound Blaster compatible, 
visit your local computer 
retailer or call Creative Labs 
at 1-800-998-LABS. 

Get the full blown sound capability you've 
always wanted for your PC —for only $149. 
With Sound Blaster from Creative Labs. 

Because. . . 
if you don't have 
Sound Blaster, you're 
really blowing it! 

BTim 
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Konami’s Lure of the Temptress 


by Robin Mattheius 


I n literature, there is George MacDon- 
ald Fraser’s anti-hero, Harry Flash- 
man, who has the worst of intentions 
but the best ofluck. Fantasy literature even 
has Robert Asprin’s Myth-Adventures 
(Hit or Myth, Little Myth Marker, etc.) in 
which an inept apprentice becomes a sit- 
com version of a master magician. He 
doesn’t do anything intelligent, but it all 
works out hilariously well. In computer 
games, there is Space Qiiesl^s Roger 
Wilco and Bob Bates’ unwitting hero in 
Eric The Uweady (see page 58 of this 
issue), both of whom have the best possi- 
ble luck and desperately need it because of 
the situations they get dragged into. Simi- 
larly, the player’s character in Konami’s 
Lure of the Temptress, Diermot, is unwit- 
tingly dragged into the plot of this new 
graphic adventure. 

After all, Diermot is living quite happily 
in his little village when, along comes the 
King and his courtiers. Like Charles I, 
hunting is the primaiy item on his maj- 
esty’s agenda and Diermot sees a chance 
to garner some royal coinage, so he de- 
cides to enlist in the King’s party as a 
beater. Suddenly, the King hears news of 
a revolt started by a mysterious Fmchant- 
ress who has taken over the nearby town. 
The King rides off. 

Diermot, in the tradition of those unwit- 
ting heroes listed at the beginning of this 
article, isn’t interested. Nevertheless, his 
uncontrolled horse drags him into the 
midst of this escapade. The next thing the 
player knows, Diermot is in a Skorl prison 
and the game’s afoot. 

Myth-Perception 

In order to convey the feeling of being 
swept along for the heroic ride, what 



TITLE; 

Lure- of llip Templre?? 

SYSTEM: 

Amiga, IBM 

PRICE; 

$4i;.y5 

PROTECTION; 

Donimunutlion Look-Up 

DEVELOPER; 

Rcvoliilion Software 

PUBLISHER; 

Kun.nnj 


lUiffalo Grove, IL 


Revolution has developed for Lure of the 
Temptress is a system they call "Virtual 
Theatre." They bill the system as the first 
of its kind, but it amounts to the way NPCs 
are handled, a la Ultima VII. Non-player 
characters wander around a "real world" 
and perform simulated actions, usually 
talking to one another and performing 
their daily tasks according to their own 
daily schedules. For example, the Black- 
smith that the player needs to find at the 
beginning, will go to his forge and ham- 
mer away. If the village characters are 


asked where the Blacksmith can be found, 
they will instruct the player to go to the 
forge or suggest that the Blacksmith is 
partial to a drink. So, the Blacksmith is 
most likely to be in the forge or the bar, but 
might even go on a different en-and some- 
where else. 

Another principle feature of Virtual 
Theatre is the intelligence of the charac- 
ters. One can string together commands 
using the "Tell" feature to certain "ser- 
vant" characters. Which means that com- 
plex, dual-character puzzles are possible. 
Conversations can also be overheard when 
the player sits in the bar, for example, as 
background information. However, be- 
cause Revolution can’t guarantee that the 
player will be listening, these incidental 
characters don’t offer any vital informa- 
tion. The speech may be relevant to the 
plot, but not necessarily vital to progress 
in the game. The text is written in a very 
humorous way, so it is definitely worth 
exploring. Text-wise, Revolution has lots 
of little gems hidden around and lots of 
funny situations. There is no way that eve- 
ryone is going to see all of it, as there are 
well over 2000 blocks of text included. 
Most of which no one player will ever 
read. However, Revolution wanted to re- 
ward the player for exploring. 

Another plus for the Revolution system 
is something called "autorouting.” This 
means that an independent character can 
walk from one point in the room to an- 
other, no-matter what obstacles lay before 
him. If somebody or something gets in his 
way, he mathematical ly works out the best 
way of walking around it. Which means 
that five or six people can appear on the 
screen at once and they’ll all walk around 
each other sensibly. As they are doing this, 
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they may comment to each other with such 
badinage as "Get out of my way!" or "Ex- 
cuse me" and so on. 

Myth-Connection 

Commands are issued by floating the 
cursor over a person one wishes to issue 
commands to and clicking the left mouse 
button (the cursor changes shape depend- 
ing upon what action is required). This 
then accesses ail the verbs that are associ- 
ated with that noun. 

So, if the cursor is moved over Rat- 
pouch, the player’s sei'vanl, one can click 
on "Tell." The program recogni7.es Rat- 
pouch, so it prints "Tell Ratpouch to ... " 
and then the player chooses from a verb 
list which can be scrolled up and down. 
From the list the player could select (Go 
To, Open, Lock, Close, etc.). If Go To is 
selected, all of the rooms appear in list 
form, However, the player can’t tell some- 
body to do something until the character 
knows about it llrst. This means that a 
character cannot be told to go to a room 
unless the room is known about. If Rat- 
pouch is told to go to the guardroom, the 
player either gets a choice of "And Then," 
in case additional actions are required, or 
"Finish" to end the command string. If the 
phrase "And Then" is selected, more verbs 
appear and so on. In that way a very com- 
plicated set of instructions can be linked, 
but in a very simple way. 

Characters also have a memory of sorts. 
So, if Character A is given instructions to 
talk to Character B (who isn’t in the im- 
mediate area) then Character A will re- 
member that he has been given the 
instructions as he strolls around. Thus, 
when Character A is in a room when Char- 
acter B re-appears. Character A will even- 
tually talk to him. Hence, Character A 
completes his task. 



Another positive aspect oi'the Lure of 
the Temptress system is that there are no 
blind alleys. One way this objective is 
acheived is that, when the player moves to 
the ne.xt section, the game forces them to 
have all the objects that they will need 
before the new section is entered. 


Myth-Statement 

Also, where character interaction is con- 
cerned, the questions one asks are geared 
towards the objective. The more people 
interrogated the clearer that objective be- 
comes, which almost serves as a help func- 
tion. The questions themselves are listed 
as in Monkey Island, but at the top of the 
screen instead of at the bottom. Those 
questions can relate to object manipula- 
tion or character interaction. However, the 
only time the building up of a sentence is 
utilized (using the lists of verbs and nouns) 
is when one wants someone to do some- 
thing. 

Myth-Direction 

Graphically, the game is very atmos- 
pheric. The introductory sequence is well 
directed and animated, displaying neat 
touches that exude realism. The actual 
game graphics are similarly well-pre- 
sented with plenty of "perceived value" 
effects. That is, looping and triggered ani- 
mated effects inserted to enhance the gam- 
ing atmosphere. In addition, the graphic 



viewpoint is shifted depending on certain 
actions. Thus, close-ups, first-person per- 
spectives, and the ability to look through 
objects are introduced, oflen with changes 
in the physical screen size. 

For this review the game was played via 
a Roland LAPC-1, although both Adlib 
and Soundblaster cards are also supported. 
Music is rather good in Lure and is well 
supported by the gamut of sound effects. 
The sound effects are well structured and 
very impressive, offering a similar mood 
to Dungeon Master in that approaching 
events or off-screen events can be over- 
heard. 


Myth-Judgment 

Lure of the Temptress might be an hon- 
orable first release for Revolution, but it 
is by no means perfect. Play is enjoyable 
but there should have been more of it. The 
game could have done with a few more 
puzzles, more locations and more charac- 
ters. One just gets into the swing of things 
when the end appears. 



Another bug-bear for Lure is the speed 
of some of the on-screen action. For some 
obscure reason there is an occasional de- 
lay while performing seemingly ordinarj' 
tasks which triggers a clock signifying a 
loading period for the new sequence. This 
may be understandable on slow machines, 
but not on the faster versions. I wonder 



whether the problem lies in the game-en- 
gine itself or the reluctance by Revolution 
to uti 1 ize extended memory to buffer event 
loading and so on. Flowever, it is impor- 
tant not to emphasize the loading speed 
problem because, to be fair, the sporadic 
waiting does not spoil the game. Also, the 
game speed itself (ie: sprite movements, 
etc) is perfectly acceptable. 

In addition, the Virtual Theatre (VT) 
system itself has not been fully imple- 
mented to its full design specifications. 
For example, the potential for rumors to 
spread around the game-world sprouting 
from actions and so forth is very possible 
in VT but never fully executed. Hopefully 
further Revolution productions will fill the 
boundaries of the game engine. 

One irritation of VT is the auto-routing 
character movement. This semi-intelli- 
gent PC/NPC movement, described ear- 
lier, can become a little cumbersome 
because, on occasion, the characters 
sometimes take such extended diversions 
to traverse the course from A-B that one 
sometimes wonders why the character 
didn’t just push the obstructing character 
out of the way in the first place! 

Though it is clear that Lure of the Tempt- 
ress is not a truly excellent game, it is by 
no means a poor game. There are too many 
good points to award to Lure for that to be 
the case. The gameplay is largely free- 
form, the presentation is excellent. Puz- 
zles, while not too much of a challenge for 
adventuring grognards, are ideal for the 
adventuring beginner, in addition the 
game does not force the player down par- 
ticular puzzle paths. One can wander the 
area with impunity soaking up the atmos- 
phere and investigating less important 
characters and areas. Lure of the Tempt- 
ress is a fine first release from this devel- 
oper and bodes well for the future, cgw 
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COMPANY 

REPORT 


Bethesda Softworks 



C hris Weaver, Prcsideiil and CfiO of Be- 
thescla Sofrivorks, once worked for a 
technology company that had its head- 
quarters in the office space where Bethesda 
currently resides. Naturally, that means that he 
is going to do everything he can to make sure 
that such a fate is not in store for his company. 
His risk management phi- 
losophy is simple. Where 
many executives slop at con- 
tingency plans A, B or C, he 
moves on to D, E and F. 

Where many companies feci 
the pressure to keep on ex- 
panding, he believes that 
companies quickly reach a 
point of diminishing returns 
by getting ahead of the bell 
curve too rapidly. So, he has 
established a definite limit to 
how large he will allow the 
company to grow year by 
year. 

Where many company presidents leave cost 
analysis to their accounting and production 
departments. Weaver, with the assistance of 
his Vice-President of Finance (Constance 
Gachowski) keeps tabs on the cost of disks and 
labels to the decimal points of the penny, 
Weaver calls Gachowski his financial wizard. 
That’s not what the people on the other end of 
her hard-nosed negotiations call her, but that's 
probably why she seems like such a wizard. 

Where many companies are finding them- 
selves forced to delay shipments, Bethesda has 
shipped two of its last three products exactly 
on time (largely as a result of having Chris 
micro-managing the schedule via his knowl- 
edge of software engineering). Ironically, the 
third product in the equation shipped late be- 
cause of a problem with printing the manual 
rather than programming the sn/hvarc. 

Turning Japanese 

Two major influences seem to shape the 


direction of the company. One such iniluence 
was the lime that Weaver spent living in Japan 
while studying under a fellowship, The other 
is the show business background of both Chris 
and his family. 

The Japanese infiiicncc can be seen in both 
the corporate philosophy 
and the working environ- 
ment. The lobby of the 
building is practically an 
arboretum and the interiors 
of each office are custom- 
ized to reflect the needs of 
the individual(s) who work 
within them. Bethesda’s 
management believes that 
too many employees (in loo 
many companies) have to 
fighl the w'ork environ- 
ment, so they require that 
every work area be well- 
conceived enough that pro- 
ductivity is enhanced 
rather than discouraged. Therefore, costs lake 
a back seal to function at Bethesda. For exam- 
ple, one finds more expensive towels in the 
shower room at Bethesda’s offices than one 
finds in most hotels. The rationale for such an 
extravagance? The company believes that any 
time a programmer or artist is w'orking long 
enough hours to need to spend the night in the 
office, they need to be able to clean up and 
refresh themselves in style. 

A premium is placed upon unobtrusive stor- 
age space (e.g. a wall of custom-sized files 
behind wooden facades in the finance depart- 
ment) for some and display space (e.g. walls 
all around the room which are designed for 
posting images, schedules, color proofs etc. in 
the art and programming departments) for oth- 
ers. Indeed, many independent contractors 
who have performed services for Bethesda at 
the company’s offices have noted how much 
more productive their few hours at Bethesda 


were than the time they spent at their own 
offices. 

I’urihcr, the eoiporale philosophy is much 
more ofa group philosophy than an individual 
philosophy. Indeed, the Japanese emphasis on 
small teams Ibr planning and production is 
used to po.silivc effect from the very outset of 
each project. Bethesda believes in group deci- 
sions and group responsibility. 

The corporate philosophy also encourages 
innovation. The company was founded on a 
"contrarian principle." Rather than designing 
Just another football game, the concept was to 
develop a physical environment whichadhered 
to physical principles. Gridiron was bom and, 
to this day, is one of the most popular games 
among the company’s employees. So, it is no 
wonder that programmers regularly suggest 
new ways of handling design problems and 
receive the go-ahead to experiment with their 
potential solutions. 

Another Openin’, 
Another Show 

The second major iniluence comes, not only 
from the Weaver heritage in the worlds of 
music and theater, but from his experience in 
television and video production, Weaver was 
once associate producer of NBC News and 
moved to ABC as a technology forecaster. He 
applied his experience to computer game pro- 
duction and establishes project time-lines in 
much the same way that screenplays or shoot- 
ing schedules would be developed in network 
television production. 

Weaver admits that television news produc- 
tion is a fascinating example of triple-lime 
scheduling where information comes in so fast 
that one almost doesn't have lime to manage 
it, but observes that it is an excellent place to 
come to grips with techniques that work fast 
and efficiently. At Bethesda, the entire process 
begins with a pre-production meeting where 
the writers present their concepts and the team 



VP ()l Finance 
Constance Gachowski 


Page 102 


Com/niler Gaining If'urld 



members who woiikl bo 
responsible for produc- 
ing a game try to tear 
holes in those concepts. 

It is almost a devil’s ad- 
vocate-slylc meeting 
because the company’s 
philosophy is that the 
people who are going to 
execute those concepts 
need to believe in them. 

So. it is important that 
ihc\ have a chance to 
accept or reject them 
from the beginning. 

'I'hat way, they have 
more of themselves invested creatively in the 
process. 

Once ihceoneepts are agreed upon, the entire 
game is written up from a "shooting script" 
perspective (complete with ideas for back- 
grounds and camera angles). Once the script is 
agreed upon by both the writer and the team 
leaders, the grotip dissects the project into 
modules. The team responsible for each mod- 
ule creates a schedule for compiclion so that 
backgrounds are iinished by the time anima- 
tions need to be tested against said back- 
grounds and statistics are available by the time 
a function that uses those statistics is ready for 
a test run. Keeping up with this delicate chore- 
ography between teams and team members 
requires project sheets that the company com- 


pares to continuity 
scripts used in motion 
picture production 
(which keep tabs on 
properties and costumes 
used in particular scenes, 
just in case there have to 
be re-shoots). 

The entire process be- 
came easier to manage 
when Vijay Laksham 
came to Bethesda from 
his work with the gov- 
ernment. l.aksham is an 
excellent manager, un- 
derstands software de- 
velopment and oversees the bulk of all Be- 
thesda’s current projects. 

Testing 1, 2, 3 

The company is encouraged by their current 
teams and the way production is progressing, 
but they arc not satisfied. Right now, the pri- 
mary consideration is developing a testing pro- 
tocol. Though each product is somewhat 
ditTercnt in terms of what needs to be tested, 
the company uses both outside testing houses 
and an in-house testing team to consider a 
broad matrix of configurations and conditions. 

After IVavne Gretzky Hockey 3 was released, 
the matrix was broadened to reficct the pres- 
ence of CD-ROM drives, drives beyond D and 
phantom drives. This is because the game ran 


smoothly on most configurations, but tended 
to lock up with some of the tested platfonns 
when a CD-ROM drive or higher drive than D 
was added to the mix. Though Bethesda says 
they have fixed all of the bugs which have been 
brought to their attention, the company contin- 
ues to refine their testing program in order to 
strive for that ephemcrcal ideal of the "bug- 
free" computer game. This is part of the com- 
pany’s commitment to quality. 

Society Page 

Part of Bethesda's corporate philosophy also 
wants to give back something to society. Cur- 
rently. the company donates software to chil- 
dren’s hospitals within the area and would like 
to encourage other software publishers to do 
the same in order to provide "non-partisan” 
assortments of computer games. They are also 
hoping to get hardware donated for some of the 
children’s hospitals that cannot afford it. Be- 
thesda Softworks is willing to coordinate the 
wider effort if other software publishers are 
interested. 

In short. Bethesda Sofhvorks may well be 
called the "House that Wayne Built." in much 
the same way that Y ankee Stadium is called the 
"House that Ruth Built." Both the publisher 
and the stadium provided venues for superstar 
properties, but they also provided arenas for 
lurther achievement. In both cases, the addi- 
tional achievement is brought about by one 
word — achievement, cgw 
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THE ROAD 
FROM SUMTER 
TO APPOMATTOX 


June 25, 1861 . . . "The first shots of the Civil War 
have been fired. . . Fort Sumter has fallen, ^^lunteers 
on both sides rush to their colors. Across the Union 
the cry mounts . . . ON TO RICHMOND." 

The Road From Sumter to Appomattox covers the 
entire Civil War from the opening guns of Bull run 
to the final surrender. All the military and economic 
might of the Union or Confederacy is at your 
command. 

RE>Vr LI RES: 



Human or computer opponents. 

Over 100 individually named and rated generals. 

Control the promotions and dismissals of those generals. 
Continuous-play, daily pulses, send orders— whenever 
you like. 

Different unit types combine to form divisions and corps. 
Full control over the national production system. 

A detailed supply system using railroads, wagons and ships. 


Naval system Includes ocean and river going vessels. 

Economic system includes foreign trade and blockade runners. 
Beautiful 256 color VGA map that stretches from New Orleans 
to Philadelphia, from Kansas City to Bermuda. 

Fully integrated tactical combat system emphasizing command 
control and quick resolution of even the largest battles. 
Scenario editor allows players to construct their own battles or 
pl^ those already include. 


Send cheque or money order to: 
ADANAC COMMAND SYSTEMS CORP. 

102-^1345.WeSt4lhAvenue- 
• Wneduver, B.C. Canada V6H 3Y8 
(604) 739-1162 


- $ 54.95 

plus' sslio S&H 

-TOTAL $59.95 US 


* IBM or AMIGA 
• Must have: 

1 MB H'.D.j Mouw, 
Ktiyboard, 286 or-mqii:- 
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Vaporman! 

As a subscriber of your magazine from 
the first issue, please let me begin by stat- 
ing how much I enjoy each issue of Com- 
puter Gaming World. I always look 
forward to receiving my issue each month. 
Your increased number of pages, with the 
corresponding increase in content, has 
been a blessing to subscribers. Al- 
though 1 don’t particularly like every 
portion ofeach issue (I’m not a war- 
game fan), there is usually more than 
enough to keep me satisHed. 

One of' my favorite parts 
is the "Letters to the 
Editor" section. 

I know that you 
banned any fuither 
discussion on the sub- 
ject of "vaporware,' 
but I have an interest- 
ing comparison for you, 
even if it doesn’t see 
print. In addition to being 
a computer fanatic, 1 also 
collect comic books. In 
the world of comic 
books, the desirability 
of a comic is most at- 
tributable to the artist 
(more specificially, the 
pcnciller). Recently, a group of 
"hot," i.e. extremely popular, artists 
quit work at Marvel Comics (the 
top-selling comic book publisher) 
and formed their own company. Image 
Comics. Their reasoning? To give them- 
selves ownership of their creations and 
artistic freedom. 

What does this have to do with vapor- 
ware, you ask? There is a striking similar- 
ity between Image’s inability to meet 
deadlines and the "vaporware" track re- 
cord of some software companies. I pur- 


chase my comics from a mail order comic 
book service; each month, when I receive 
my monthly order, 1 also receive a list of 
items that have not been included due to 
the fact that they have not been shipped on 
time. On my back order list for December, 
there were 36 items; 1 7 ofthem were from 
Image. In fact, one issue {Youngblood #4) 
was supposed to ship on September 22! 
Image’s deadline problem has provoked 
quite a dialogue between comic distribu- 
tors, dealers, professionals and fans. Many 
recommendations have been made, 
the most common being not to 
buy Image comics. Although 
this would be the most ap- 
propriate method, I 
don’t foresee this solv- 
ing the problem. These 
artists are so popular that 
people will buy their 
books no matter how 
\ late they are. However, 
one suggestion about 
this issue has some 
merit and it could 
easily be adapted by 
your magazine to 
cover the similar 
problem of "vapor- 
ware." 

As 1 slated earlier, I 
purchase my comics via 
mail order. When I re- 
ceive my monthly order 
blank, I also receive a news- 
letter from the service which provides a 
description ofeach item available for or- 
der. Beginning soon, this newsletter will 
have a monthly "report card" monitoring 
each comic book company’s record on 
meeting deadlines. In this first "report 
card," I am sure that Image will receive a 
very low grade, quite likely an "F." Will 
this practice pul an end to Image’s dead- 


line problem? Well, it can’t make it any 
worse. My mail order service has quite an 
extensive client base and it is possible that 
this could influence Image to give thought 
to taking steps toward solving the prob- 
lem. 

1 would like to suggest that you adopt 
this type of "report card" into your maga- 
zine. Tell us which companies are doing a 
good job of meeting their deadlines (there 
have to be some, don’t there?) and which 
companies are not (can we all scream, 
"Origin?"). The software companies 
seem to have a healthy amount of respect 
for your magazine (e.g. your "Top Adver- 
tisement" contest) and perhaps, a "report 
card" as I have suggested could lead them 
to think twice before announcing a game 
for August of 1 99 1 and, perhaps, del iver- 
ing in March of 1 993 {Strike Commander). 

I understand the points you have made 
about how some of the problems that lead 
to "vaporware" are hard to control. How- 
ever, one point you made no longer "holds 
water." I believe that you once stated that 
software companies did not foresee the 
incredible increase in lime needed when 
switching from 16 color EGA graphics to 
256 color VGA graphics. At the lime you 
made that statement, there was no doubt 
that it was true. Shouldn’t companies be 
aware of the lime needed for extensive 
graphics by now? What was the last game 
to come out that didn’t support VGA 
graphics? 

Many articles have been written about 
what will cause the demise of the com- 
puter game industry. Software companies 
tell us that if something isn’t done about 
piracy, there will be less and less software 
available. The solution for piracy is just 
around the corner with CD-ROM soft- 
ware. As a consumer, though, 1 have a 
different view about the demise of the 
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industry. 1 feel that if companies don’t 
stop-, i) promising software in June and 
delivering it in December and ii) releasing 
software that hasn’t been tested properly, 
I soon will find something else to occupy 
my time and abandon computer games 
entirely. 

I understand that you must walk a "line 
line" when trying to satisfy both your sub- 
scribers and the software companies 
which provide free software for you to 
review. Please consider my recommenda- 
tion; if anything, it could possibly make us 
frustrated consumers fee! a little better. 

Joe Ankenbauer 
Council Bluffs, lA 

Although / 'm more inclined to purchase 
a comic because it is written by Roy 
Thomas. Len Strazewski, Steve Miller or 
Mark Waid than because it is pencilled by 
a particular artist, I agree with your anal- 
ogy and the implied concerns. However, 
the reason the software industry pays at- 
tention to CGW's "Top Ad" awards and 
monitors our game ratings so closely is 
because these are not arbitrary ratings 
assigned by the editorial staff. Instead, 
they represent the aggregate opinion of 
their existing and potential customer base. 

So, ive have decided to let the readers 
grade the software publishers on their 
timeline.ss. By re.^ponding to the CGIV 
Poll, readers can have their say and we 
will print the results in an upcoming edi- 
torial. Then, we will follow up with a new 
"report card" every six months or .so. 

Late, But Not Ignored 

IVe received this delightful pastiche af- 
ter aur informal contest had been adjudi- 
cated. However, since we had to read it, 



it’e thought our readers should have to do 
so, as well.— Ed. 

Randy on the Mat 

by Randy King (with apologies to Ernest 
Lawrence Thayer) 

The outlook wasn't brilliant 
for n tour of duty that day. 

I'd barely survived my twenty-fourth 
with but one mission left to play. 

I'd spent months building wing men 
each with a very high score 
Plus, I've "almost" completed tfetour 
seven times before. 

In honor of the occasion, 

I've decided to dress the part. 

I've donned my "Big War" surplus 
before I sit down to click start. 

With "Mae West" inflated 
end cap in a fifty mission crush, 

I just look plum beautiful. 

I might even hove to blush. 

The heodphones from my Ad Lib 
add character to the scene, 

And the RAF blue blazer 
makes me look real "mean." 

Sounds of battle fill the air 
from my stereo hi-fi amp. 

Since I've been fighting for twenty minutes, 
my clothes are really damp. 

You see, I'm about to buy it 
and the sweat is really rolling 
'cause my heort is doing warp eight 
and the adrenaline is overflowing. 

A pesky Bf 1 09 is floating high while 
two Focke-Wulf's ore chewing up my tail. 

He's woiting for my one mistake, 
so he can pounce and drive the finol nail. 

The cockpit's full of holes, and 
all my gauges are well into the red; 

Except the RPM, of course, 

'cause my engines are nearly dead. 

Quickly I assess the situation, 
and come up with a plan — 

Slow roll, split S, shallow dive toward England 
and a nice soft place to lend. 

I grip the stick and as I begin 
executing that decision, 

i'm jarred by a little hand, and a voice thot says, 

"Daddy, can I fly a Mission?" 

Dramatic Pause 

Twos but a moment's hesitation 
ns I gave him a loving nod. 


But it broke my concentration 
as I fought to save my bod. 

And now I pull the nose up, 
and now I push it down, 

And now the air is shattered 
by n terrible, dreadful sound. 

Longer Dramatic Pause 

Oh, somewhere in this favored land 
the sun is shining bright. 

The band is playing somewhere 
and somewhere hearts are light. 

And somwhere men are laughing 
and somewhere children jump; 

But there is no joy in A-B-Q — 
for Randy has blown up. 

About The Author — I’ll be 49 in Janu- 
ary and have decided that when I grow up, 
I want to be just like the kid in the movie 
"Big." In the mean time, 1 work at a na- 
tional laboratory and design and develop 
real weapons for real wars. They let me 
blow things up and shoot things down sled 
tracks and even drop them out of airplanes. 
For doing this, they give me money. Suck- 
ers! I’ve attached a photograph taken just 
before this historic mission. Well, maybe 
not this exact mission. 

Randy King 
Albuquerque, NM 

So, come on. Randy! Who took the pic- 
ture? We know your wife and children 
must have left you missions ago. 

No More Girly References 

1 take offense at B. Walker’s final line in 
the Wolfenstein 3-D review. "Girly- 
gamers?" I am a girly gamer. 

Jennifer Landon 
Baltimore, MD 

We confess to overusing the "girly 
gamer" line (twice in #/fJ2 and once in 
#103), but would like to protest that sev- 
eral of our readers did not understand the 
reference to Saturday Night Live 's preten- 
tious body-builders. Hans and Franz. We 
used the satirical phrase to exaggerate the 
masculine (pialilies of the games being 
reviewed, but didn 7 realize how many 
readers we would have that would not 
understand the reference. We normally 
make a special effort to refer to gamers as 
he or she in order to avoid the idea that all 
gamers are male and we have several 
feniale contributors to the magazine. So, 
ive aren 7 really sexist. We were Just guilty’ 
of "flabby" editing, cgw 


Page 106 


Cninpiiler Gaming World 


Top ***‘*'^sf 

800 - 554-9925 (.QmputAMty 800 - 554-9925 

Call Us On Our US/Canadlan Toll Free Number! V Consumer Electronics Call Us On Our US/CanatUan Toll Free Numb^ 


Id Space .. 


Acesolihe Pacilic 

WWII1946jiia onilisk 

AcesOvei Eeiope 

Airflucks 

AjrSeppofl 

AirTraHicConItollei 

Aectall & APvenluteFaclory 

RescueAJr Slt. FligM BSSor 701, e. 

Amajon 

Ambush .... .... 

Aspects Di Vaiof 

ATAC 

ATPTennis 

BlTflympFotliess 

Batman Retuins .. . 

Battles of Destiny 

BaltleChessAOOO 

Battlefield 2000 

Birds of Prey 

Black Crypt 

Body IHustraled 

Bma Aidiin'sRace Ini 

Cars Driuer 

Carrier Strike: Soiilli Pacilic 

Expansion Sot 

Cartiers olWai 

Castles lor It 

Challenge ol the Fnre Realms 

Champions 

Civiliaation ., 

Classic Adventures 

CIcudsoIXeen 

Copra Mission 

Comanche: Maximum Overkill 

Mission Disk #1 orA2 

ConquerM Kingdoms 

Crusaders of the Dark Savant 

Curse olAmonRa 

Cyber Empires , 

Daemonsgaie 

Daggerof Anionra 

Dark Queen olKrynn 

Darktands 

Dark Hall 

Dark Sun 

Daughter ofSeipenlis 

Dinosaur Adventure 

Dominant Speoies 

Dragon's Lair 3 

Dune II 

Eagle's Rider 

Empire Deluxe 

F-i5StiikeEagiBliotlll 

Fables & Fiends: Legend ol Kyrandia 

Falcon 3.0 

Disk 1 -Operation Fighting Tiger .. 

Family Entertainment Pack 

final Contlict 

Ftignt Assignment: Air Force 

FtigtitSimutaloflO 

Add on Disks 

Frederick Poht's Gateway 

front Page FoottMlI 

Gary GrisbysPacitic Wat 

GiohaiEllect 

Grand StamBiklge II 

Great Naval Battles 

Scenario Builder/Sx pension 
Hard Ballllorlll 

Harpoon Signature Edilinn ... 

Heaven &Ea1li 

Heroes ol the 357th 

Incredible Machine 

Indy Jones 4: Fate ol Atlantis. 

Island ol Di. Oiain 

Jump Jet 

King’s Quest SEnhanoed 

King's Quest 6 

Laser Squad 

Legacy. Tlio 

Legends of Valour .. 

Leisure Suit Larry 5 

Leisure Suit Larry Bundle 1.2.. 

Lemmings 

Oh No! Mote Lemmings |ad( 
Lemmings It .. 

Liberty or Death. 




'ii uij;( \i'W., Wl 'AVA/ 





24.95 

17.95 
39 95 
37 95 

. 59 95 

34.95 
. 31 95 


.39.95 
34 95 
., 29.95 
37.95 
. . 31.95 


.. 34.95 

34.95 

37.95 
. . 39 95 


34.95 

34.95 

39.95 

34.95 
. ,39.95 


.31.95 

39.95 

34.95 


39.95 

19.95 

34.95 

42.95 

39.95 

37.95 

...39.95/19.95 

34,95 

CALL 

3795 

. 34.95/39.95 

37.95 

34.95 

34 95 

20 95 
4295 
. . . 29.95 

..44.95 

44.95 

39.95 

.. .29.95/29.95 

34.95 


14.95 
24 95 

44.95 
.39.95 

34 95 

39.95 





creative: 


SOUND 

BLASTER.16 




:2i-j ^ 


• 16-Bit Stereo Sampling & 
Playback for Voice Channel 

• Enhanced 4’Qperator. 
20-Voice Stereo FM Music Synthesizer 

• MIDI & CD-ROM Interlaces 

• Windows 3. 1. SB & SB Pro Compatible 


MEDIH^VISIDN 



MiiliiiiK-di.iK' 


-V 


•J 


• 16 Bit /MIDI Interface • True 16 Bit Stereo 
Sound • Advanced 20 Voice Stereo 
Synthesizer •Joystick, Amplifier, 
Software - Call lor List! 


29.95 

34.95 
34.95/44.95 

34.95 

44.95 

24.95 
2995 

. . . 29.95 

39.95 
3995 
CALL 

34.95 


.31.95 

31.95 

42.95 
2::: 20.95 

... 29.95/34.95 


..CALL 

47.95 

29.95 

31.95 

24.95 

29.95 

34.95 

29.95 

39.95 


37.95 
39 95 

39.95 

29.95 

21.95 

34.95 
. 34,95 


Advanced Gravis; 

Analog Joystick 
Eliminator Gamf 
PC MoiseStick 

CH Products: 

Virtual Pilot -NEWI 

Virtual Pilot Pro ■ NEW! 

Flight Stick 

Hi Speed Adaptc 

Gamecarc) 3 Auto 

Gamecard3-PS/2 

MACH 3 Joystick 

Maximum; 

MAXX Flight Yoke 

MAXX Pedal 

Kraft: 

Kraft KC3 

Kratl Trackball w/FtCntlr 

Kraft Thunderstick 

Thrustmasler; 
Flight Control ... 

Weapons Control 

ThrustmalerPrc 


,,..$75 
S 19 




V.32 bis Internal/External 

..$205/$219 
$215 


s:?4.5 

Ks 

Supra Corporation 

Supra Fax Modem V.32 bis, Internai 
with Fax Software, DOS/Windows ... $1 95 / $1 95 

with Fax Software, DOS/Win 

$299/ $299 


....37,95 

37.95 

29.95 

31.95 

29.95 
29 95 

.47.95 
34 95 
37 95 
29.95 
39 95 
.. 25.95 


SZ '! S « 


Carmen San Diego/Each 

Carmen San Diego- America 

Castles 

Campaign Disk 

Castles II 

Civil War 

Conquest ot Japan 

Crusaders ol the Dark Savant 

Cyber Empires 

Daemonsgaie 

Dark Seed 

OeaW Knights ol Krynn 

OelukePaml IV (while supplies Iasi) 

Demoniak 

Desert Strike 

Discovery Columbus 

ECO Phantoms 

Elvira It - Jav/s of Cerberus 

Eye of the Beholder tor It 

Eyeol the Storm 

F-14/F-18 

Fables & Fiehds: Legem] ol Kyrandia .. 

Fighter Dual Pro 

Final Contlict 

Gateway to the Savage Frontier 

Global Effect 

Great Naval Battles 

Harpoon 

BallleseiFd 

Harpoon Designers' Series Baltleset . , 

Harpoon Signature Edition 

Heimdall 

Indy Jones 4: Fate ot Atlantis 

Jack Nicklaus Unlimited 

Legend of Kyrandia 

Lengends of Valour 

Lighi Quest 

Links 

Firestone, Bountiful Course Disks .. 

Lord ol the Rings 2 or 3 

Lords of Time 

Lost Treasures olinlocom . 

Madden Footbal 

Mantis 

Mega Fortress 

Mission Disk #1 or 2 

Mercenaries 

Megairaveller 2 

Mig-29 

Might « Magic III 

Napoleon I 

Navy Seals 

No Greater Glory 

Qh No! More Lemmings stand alone 

Oh No! More Lemm. add-on 

Out ol this World 

PGA Tour Goll 

Golf Tournament Course disk 

Perfect General 

WWtl Scenario Disk 

Pinball Dreams 

Pinball Fantasy 

Pit-Figtiler 

Plan 9 from Space 

Pools ol Darkness 

Populous / Populus It 

The Challenge scenario disk 
Powermonger .. 

Prophecy ol the Shadow 

Red Zone 

Road Rasn 

Rules ol Engagement 

Secret ol Monkey Island 1 or It 




Tom Landiy Football .. . 


...39.95 
...31.95 
. . 29.95 


Agony 

Air Force Commander 

Ait Support 

ATAC 

B-17 Flying fortiess 

Ball Game 

Bard's Taile Construction .. 


Campaign 


30.95 
.. 39.95 
..24.95 
,.29.95 
24 95 


14 95 


.19.95 

34.95 

37.95 

34.95 
29 95 

.39.95 

.31.95 

29.95 
34 95 

39.95 
.31.95 

.. 97.95 

30.95 
31 95 

34.95 
.34 95 

29 95 

24.95 
. 39.95 

37 95 

29.95 

29.95 
.34.95 
. . 34.96 

.34.95 

31.95 
31.95 

.. 42 95 


.. 47.95 
...24.95 
..,34,95 
.. 34 95 

34,95 

37.95 
2B 95/34 95 
... . 31 95 


34 95 
29 95 
.. 39 95 
31.96 
. . 39.95 
. 37.95 
.25 95 
..37.95 
34 95 
.30 95 
. .34.95 
. .29.95 ■ 
. 25.95 
.. 39.95 

29.95 

21.95 
46 95 

31.95 

17.95 


Sharif on Bridge 

Shuttle 

Sim Ant 

Sim Eanti 

Solitaires Journey 

Space Hulk 

Spoils ot Wat 

Slat Control It 

Star Trek 25th Anniversary 

Strip Poker 3 

Tales of Magic: Prophecy Shadow .... 

Terrain Envoy 

The Challenge 

The Light Corridor 

Tom Landry Football 

Treasured the Savage Frontier . . 

Twighlighl2000 

Ultima 6 

Utopia 

Viking Field ol Conquest .... 

Where in the . .Carmen each 

World Circuit 


...29.95 

37.95 
31 95/37.95 

20 95 

31.95 

.. . 29 95 

. 37 95 

19.95 
29 95 

. 31 95 
.37,95 

34.95 
34.95 

. . 29 95 
. . 29 95 
. .,29.95 

34.95 
... .2995 

39.95 
. 34,95 

31.95 
. .34.95 

34 95 

34.95 

29.95 

37.95 
2S 95 


. . 39.95 
29.95 
36 95 
29.95 
.34 95 


in $15.00 All Ol 
itDfyvvarrarly. 

:al eiiois. In an effort to be complete, si 


5S days to clear, P.O.'s welcome C.O.D. charges ate S5.Q0 Jr Continental U.SA. include S5.00 tor soltware ordeis 
' STssalesta*. HI, AK.FPO.APO.PuenoRicoandCanadianorders.pleaseaddeiishipping, minimum 
nail, where available. II loreign shipping charges exceed the minimum amount, you will be ctiarged 
>n«s. Due to our low prlcesall»ies are final All Delecllve returns must have a return aulhorizalionnumber.Call (414) 357-8181 tooblam 
to change wilhoul police. Shipping & handling are non-relundable. We ship ihe latest versions available to us, updates must be handled by end user directly wilh the manulaclurer. 
e new products may not be available from the manufacturer at press time. 


Circle Reader Service #50 



nhMafihezvs 


T his month three titles hot from Europe, one British strategy 
game, and two first class products from France, both of 
which look to cause quite a stir. . . 

Computer game ideas seem to be produced in phases. A couple 
of years ago there was that entire regiment of tank simulations, 
then a squadron of World War 1 flight games, now it seems it’s 
time for gladiators, cohorts and all things Roman! Two recent 
releases will try to have gamers wearing the old laurel leaves; one 
is Rome from Minenniuin, using a substantial revamp of the 
engine used in their Robin Hood game. Rome should be available 
as the reader holds this issue. 

This month we’ll have a peek at the other Roman product, which 
is Caesar from the British wargaming specialists. Impressions. 
Impressions is one of the busiest UK companies and is regularjy 
featured in these pages. This is not one 
oftheir ‘Miniatures’ series, but is more 
a cross between Sim City, Populous 
and Civilization. 

in Caesar, the player takes the role 
of a minor Roman official in charge of 
some little backwater town in the 
Greater Roman Empire. One starts 
building up their modest settlement, 
and, as the population grows, must 
build walls, aqueducts, baths and a 
range of Roman structures. All is not 
peace and happiness, though, and at- 
tention must be given to protecting 
one’s loyal plebs from the marauding 
Barbarians. This creates the classic di- 
lemmas of how to use limited re- 
sources, making crucial decisions, 
legions or butter, etc. 

If players are successful in the local 
province, they are promoted to a new region which provides a 
tougher test. This continues until one gains enough prestige to 
become the main man, the Emperor of the Roman Empire. 

An interesting feature in Caesar is the facility to link with the 
forthcoming Cohort 2 (a total rewrite of Impressions’ Roman-era 
miniatures wargame), allowing players to drop down into that 


product to resolve combat and then return to the more strategic 
level of Cae.sar until another conflict occurs, much like the Inter- 
locking Game idea from Omnitrend. 

The graphics in Caesar are good, but the interface lakes a little 
getting used to. Fortunately, the whole game hangs together well. 
There are a lot of these ‘god’ type games around, but Caesar 
deserves to be considered one of “the finest Romans of them all.” 
Caesar is available in both IBM and Amiga versions. 

On a different tack, but still with an ‘Empire’ connection is the 
gorgeous looking Inca from Coktel Vision. This graphic adven- 
ture uses the legends of the old Peruvian civilization as its back- 
drop, but then combines this with elements of space iravel/combat 
and a dungeon exploration game. 

This all sounds a bit untidy, so here 
is the basic storyline. In the late 
1500’s the Inca’s knew their race was 
on the way out (something to do with 
those troublesome Europeans, rumor 
has it). So, being the forward-looking 
lot they were, these last ones tripped 
down to Lake Titicaca and hid all the 
secrets and Peruvian artifacts they 
could in a secret place. This was be- 
cause they had received this sort of 
prophecy (they probably read it in an 
early version of CGW) that the old 
Golden one (had to expect that El 
Dorado fella’ would pop up one day) 
and restore the Empire, bring back 
success and wealth, eliminate em- 
ployment, cut taxes, etc. 

Now then, the coincidence is that 
the player gets to “become” this El 
Dorado geezer and ail he or she has to do is find three gems that 
do all the business. Sounds easy, doesn’t it? Well yeeessss, but at 
the same time that old El Dorado was invented, so was this evil 
alter ego type (Newton’s 10th Law — Conservation of Dualism?) 
called Aguirre, and he’s pretty keen to grab these gems for his own 
dark purposes. 

So its the ol ’ “you versus him,” in a treasure hunt for the goodies. 



Caesar 
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The hardware in- 
cludes a Wing 
Commanderish 
space ship, with 
lots of quick and 
fast combat. Other 
areas have almost 
an Ultima Under- 
world feel, with 
the graphics being 
impressive 
throughout. 

Sound Board sup- 
port is also of a 
high standard with digitized speech (but no Roland support! !) and 
some spectacular audio/visual effects (shades of Terminator 2 - 
but Coktel has sworn me to secrecy regarding the details). 

Due as you read this, Inca looks to be the best release yet from 
the French outfit and should be well worth a look. 

Yet more software from the other side of the Channel is the 
atmospheric Alone in the Dark from prolific French software 
house Infogrammes (previewed in issue 103). This is a scary 
mystery/thriller set in the house known as Derceto. The owner, 
Jeremy Hartwood, died a couple of days ago, supposedly taking 
his own life. The butler (Ah ah, the butler eh? make a note of that, 
‘the butler’) confirmed that his master had been suffering from 
acute depression — exacerbated by his master’s attempts to deci- 
pher the ancient manuscripts found in the mansion’s library, and, 
in fact, was becoming so unhinged that he seemed to be convinced 
that there was a presence in the house. . . 

Derceto is now unoccupied (well, it is devoid of life), but strange 




lights appear in the house at night, eerie noises are heard, and the 
player’s character is strangely compelled to go to the house, to 
enter its forbidding domain and to be. , .Alone in the Dark. 



This is a delightfully scuiplurcd piece of software, combining all 
the best aspects of gallic imagination and flair, but for once 
possessing (a bad choice of words) real playability. The graphics 
are superb, with probably the best use yet, in any PC adventure, 
of weird and unusual camera angles — many in the best Alfred 
l litchcock tradition. The animation is by way of filled polygons 
set against bit-mapped backgrounds and creates yet another inter- 
esting variation 
on the 3-D 
theme. 


The atmos- 
phere is taut — 
there is a real 
sense of men- 
ace — leaving 
all previous 
‘hoiTor’ type 
games in the 
graveyard. US 
Alone* in the Dark distribution 

will be handled 

by Interplay, so keep your eyes out for this one, if you dare play 
it with the lights off! 


Finally, lots of noises and rumors from Lemmings creators 
Psygnosis about a couple of new products. No hard details as of 
yet, but word has it the PC version of Armageddon is due, plus 
something about Tomatoes (fruit or vegetable?) and something 
else about Creeperslllll cgw 



What Do PC Jet Jockeys WantP 


Hair-Raising Sorties _ 
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The world of shareware 


Totally 

Spaced-Out 

by Chuck Miller 


I nuisi admit that I have always experienced acerlain propcnsily 
toward arcade games with a stellar motif {a favorite of my wife. 
Millie, as well). Between us. many quarters surrendered their 
lives to the likes of Galago, Galaxian. Rohoiron and Defender. 
So. this month I am devoting Ik'.si of the lie.st to a favorite genre 
of shoot'em ups. Don youi' blasters and may the Force be with us 
all. 

Defender Meets Asteroids 

Many Defender and Asteroids clones have hit the commercial 
and shareware mai'kcts on the Amiga since its relea.se. ranging in 
quality fi'orn mediocre to excellent. Most shtireware versions I am 
familiar with occupy the formei' category, l-lowever. until now. 1 
had not seen them combined into a single game, and certainly not 
of the quality exhibited in Cxhernelix: The First Battle | Amiga RT 
#174361. 
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Cyhernefix. by Vision Software of New Zealand, is one of the 
most unique and classy shareware offerings 1 have seen on the 


Amiga in recent months. As indicated, it combines elements ofthe 
classic games DefenderiuK\ Asteroids. Like the latter, large cosmic 
particles cross the screen from top to bottom (and vice versa), 
exiting one edge of the screen and reappearing on the other. 
Destroy these astral rocks and they will often leave small blue 
crystals that increase the player’s score when collected. As in 
Defender, primary ship movement and waves of alien attacks lake 
place horizontally across the screen. Delay loo k)ng in clearing a 
sector and an Assassin will appear to destroy one’s ship. When a 
sector is completely cleared, the player is advanced to the next. 
All this action combines to make an enjoyable and very addictive 
game. 

As with many oversells pi'ogramming teams, graphics and 


audio are excellent. Animation is smooth and fast. The asteroids 
even appear to be rotoscoped. rotating as they travel through space. 
Music is among the best 1 have heard in Amiga games, providing 
a throbbing, upbeat backdrop to game play. Digiiizetl audio is 
incorporated for a computerized voice which informs the player 
of game status. The whole package comes across as what one 
would expect in a true coin-op product. As such, all documentation 
is provided on-line. 

Cyhernefix: The First Battle is an excellent offering that even 
the novice gamer will enjoy. It requires a joystick and runs on all 
Amigas. including accelerated systems. As a shareware game, a 
fee of £5 is requested (approximately $8-10.00 U.S. depending on 
exchange rate). To register Cyhernefix send the required amount 
to: 

Vision Software 
Unit 10, St. Kevins Arcade 
KaiTangahape Road 
Central Auckland 
New Zealand 

A Case of Overkill 

Those with fond memories of vertical scrollers like Alpha 
Mi.ssion will find a nostalgic cord struck with Epic MegnGaines' 
(yes, another release from this prolific group) OverKiU |IBMPC 
RT #31042]. OverKiU. created by Ste Cork and Tech-Noir Pro- 



ductions. provides the MS-DOS gamer with that tried-and-irue 
multilevel, vertical scrolling action experienced in many arcades 
and coLU'tesy of numerous game consoles. As usual with this type 
of game, precision and patience arc required. 

Once again, some race ofevil aliens (anti how many do not fall 
into this classification?) have wreaked havoc, this time destroying 
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the player's home workl. As the last of one's race and out for 
revenge, the player must battle his or her way through six massive 
levels packed with danger (freeing six planets in the process) and 
destroy the aliens' heavily armored Battle Star tit the end of the 
sixth level. Dangers the player will face include meteor storms, 
space fortresses, hideous creatures and ships of incredible power. 
Fuel and weapons are limited, but can be collected along the way 
by picking up pods jettisoned by alien crafts and creatures de- 
stroyed during one's Journey. Those lucky enough will be able to 
construct the ultimate battle cruiser, a craft of immense fire power 
readied for the final battle. Though OverKill only sports EGA 
graphics (even in VGA mode), it still provides a graphictilly 



attractive package. Music and sound effects are also handled 
capably. As indicated above, however, play is difficult and re- 
quires persistence and a quick trigger finger. As a result, those who 
like challenging play will feel right at home in the cockpit of this 
quality arcade blaster. 

OverKill requii'es CGA. EGA or VGA graphics, 512K RAM 
and DOS 3.0 or later. Support is provided for joysticks and for 
Sound Blaster and Ad Lib compatible sound cards. The shareware 
version includes the first two of six planets, wliile a registration 
fee of S30.()(). plus $4.{H) shipping and handling obtains for the 
player the full six planet version, including a hint sheet and cheat 
code. 

Those who would like to lake on yet more hostile aliens in a 
tough but playable game should send their registnition to: 

Epic MegaGames 
1()4(}6 Holbrook Drive 
Potomac. MD 208.54 
or call (800) 972-74.34. 

Epic MegaGames also runs a BBS which can be reached by 
modem at (508) 365-2359 (2400 Baud). (508) 365-9825 (9600 
Baud) and (508) 365-9668 ( 14.4K Dual HST). Shareware versions 
of ail their games are available for downloading. 

Climbing the Walls 

Many gamers arc familiar with Apogee Software because they 
distributed Id Software's ground-breaking WolJ'ensleiii 3D. Oth- 
ers are well acquainted with the company's Coniuiaiu/er Keen 
series. However, much less publici/cd, but still every bit as enjoy- 
able (and definitely more lighthearted than Wolfensiein) is their 
elever and cute Cosmo' \ Cosmic Adveniiire | IBM PC RT #2789 1 1. 

This especially playable and extremely addictive arcade quest 
features a cute little green alien (a frieiKlly one for a change) by 
the name of Cosmo (who resembles a cross between a frog, 
chicken and kangaroo) with the Linic|ue ability to climb walls with 
his red. suction-cup hands, it seems that Cosmo and his parents 
have been stranded on a strange and dangerous planet. Unftirlu- 


nately. Cosmo's parents have been carted away to serve as reluc- 
tant hors d'oeuvres for some cannibalistic alien feast. Cosmo, 
accordingly, must find and rescue them before they end up as part 
of an alien smorgasbord. At his disposal, Cosmo's only resources 
are his unique suction-cup hands, bombs accumulated along the 
way and the ability to "stomp" his opponents into submission. 

Graphics are good even though they are of the EGA/VGA 
variety (1 would like to see Apogee upgrade to true VGA in future 
releases), with animation and screen scrolling as smooth as usual. 
The soundtrack is quite an upbeat affair lending an appropriate 
comical Hair to play. Sound effects, though, are little more than 
generic boinks and beeps. Nonetheless, those who enjoyed Com- 
mander Keen will find Cosmo much to their liking, as will the 
player who takes pleasure in a good, side-scrolling platform game 
with a high degree of cuteness. It definitely offers hours of pleasure 
without excessive destruction. 

Cosmo's Cosmic Adveniure requires CGA. EGA oi' VGA 
graphics and a 286 or better PC compatible, with support provided 
for joysticks (including the Gravis PC GamePad) and Sound 
Blaster and Ad Lib audio cards. The shareware version includes 
episode one. To registei’ Cosmo and obtain all three episodes, send 
$35.00 plus $4.00 shipping and handling to: 

Apocee Software 
P.O.^Box 476389 
Garland. TX 75047 
(800)426-3123 



Powering Down the Engines 


Well, "space" has run out once more even though shareware 
continues to appear in stellar proportions. Unfortunately, con- 
straints allow me to only comment on the most exceptional titles 
that cross my path each month. So. it goes. Until the next lime, 
enjoy and great gaming to one and all! 

Send Us Your Best 

If you have aulhtn'cd a shareware or public domain game and 
would like to have it considered for review in this column, please 
send two complete copies (pi'cferably on 3.5" disks) to: Best of 
the Rest, c/o Computer Gaming World, 130 Chaparral Court, 
Suite 260, Anaheim HilLs, CA 92808. 

Games reviewed in Best of the Rest are available through 
numerous distributors of shareware and public domain software, 
as well as on many national and piivate telecommunication serv- 
ices (GEnie RoundTable locations and file numbers appear in 
brackets). If you do not have access to these services, you can. in 
most cases, write or call the game developer for an evaluation 
copy. cBw 
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Broadsides 

When You’re Odd, 

The Odds are With You 

by Alan Emrich 

After Iasi issue’s holiday sentimentality 
and the previous issue’s interview with 
Roger Keating, it is time to lay out some 
navigational beacons for issues ahead, and 
deal with issues of the day. Before we get to 
the heart of this editorial, however, let me 
share that, soon. I’ll be locking down the 
details for the first Computer Wargaming 
World inter-network strategy gaming chal- 
lenge. While details will be forthcoming, I 
will let you know that the game selected for 
the first competition will be Empire Deluxe. 

Yes, an official “CGlf Tournament Sce- 
nario” (custom designed by yours truly) will 
be included in the finished version of the 
game. Again, details will likely be included 
next issue. 

I was recently asked why I didn’t just write 
an editorial to open the Computer Wargam- 
ing World section each month rather than 
using different types of articles as my textual 
.schwerpunkl. It is my purpose, within this 
introductory space, to bring gamers enough 
news, personalities and opinions to stir their 
interests and passions. While half the time 
this column sounds of my voice (as echoed 
from high atop whatever soap box I happen 
to be perched upon at the moment), the rest 
of the time I try to glom onto some fascinat- 
ing tidbit or another and share it with you. It 
might be a brief, to-the-point interview (as 
we’ve done here with White Wolf Produc- 
tions and Roger Keating of SSG), an ex- 
change of electronic mail (such as Jim 
Dunnigan exchanging notes with Chris 
Crawford on the demise of “wargaming as 
we know it”) or even the occasional op-ed 
piece from the likes of our own wargaines 
editor, Evan Brooks. In every instance, I 
strive to keep our readers informed (and, 
occasionally, entertained). 

In other words, think of the news, tidbits 
and interviews as ranging shots, the harder- 
hitting editorials as broadsides and the 
“mow-’em-down,” passionately-felt per- 
sonal comments as gripeshot preparatory to 
an editorial “call-to-action” (boarding par- 
ties, as it were, in which we expect our 
readers to participate and play their part as 
the swashbuckling scourge of our hobby 
which they are). 

Noticing A G.A.P. 

After reading our article on the GAP 
(Game Assistance Program) for Avalon 
Hill’s boardgame Advanced Squad Leader, 
many of you plugged into the GEnie net- 
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work in an effort to doumload it. Surprise, 
it’s no longer there! According to Scorpia, 
who runs the area of GEnie where this GAP 
was archived: 

“At the request of Avalon Hill, we [GE- 
nie] have pulled the program from public 
access. This was done shortly after the pub- 
lication of Computer Gaming World # 1 02, 
which featured an article about the utility. 
To those of you who have looked in vain for 
the file, our apologies for the inconvenience. 

“Avalon Hill plans to bring out a similar 
utility for^^^Z. some time in the future. Any 
question about this program, or the ASL- 
GAP utility matter, should be directed to 
Avalon Hill in this topic...” 

So, the Games RoundTablc, Category 21, 
Topic 6 from message #210 on heated up 
with a bit of animosity toward the venerable 
Avalon Hill Game Company. While we’re 
sorry for the flap our review caused, and this 
has been expressed to AH’s Jackson Dott, 
our position is that we don’t make these 
programs, we just review what we think will 
interest our readers. Frankly, we would love 
to sec an “official” ASL-GAP, but no such 
product has been formal ly announced yet, so 
we don’t anticipate a release in the near 
future. 

Outlaw Wargames and 
Only Outlaws Will Have Them 

Finally, beware of bureaucratic “public do 
gooders.” I’ll let Johnny Wilson score the 
touchdown in his editorial concerning the 
banning of lead minatures in the state of 
New York and the anti-war toy propoganda 
on the news and in the recently released 
movie Toys. Let me toss the ball to him, 
though, with this story: 

A wargaming friend of mine, John Leggat, 
whom I see faithfully at gaming conventions 
(both regional and national), ran into his 
own small battle with “public decency.” His 
wife tried to get him the ultimate Christmas 
gift, a vanity license plate from our own state 
of California with (what else?) WAR- 
GAMR imprinted on it. Well, the state re- 
jected it as being “tasteless and derogatory.” 
Funny how Madonna’s Sex book and Ice T’s 
Cop Killer album are so passionately pro- 
tected here, but wargaming isn’t. Who else 
remembers the controversial op-ed piece 
from the early days of Fire & Movement 
magazine entitled The Wargamer a.s Nig- 
ger? What a world.... cgw 
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Machiavelli Designs presents the PC version of: 

New World/ Order 


Need an Opponent? Pick One! 



When: World War 1 i ( 1 939-45+). Choose from scenarios or the campaign game. 

Where: Earth - global simulation with multiple zoom levels. Toggle units, weather and place names. 
Who: 1 to 5 (smart?) human or intelligent computer players. You select difficulty and complexity. 

Wiuit: Realistic, historical simulation of strategic, military, diplomatic, economic, political, scieniillc 

and social factors. Detailed specifications of all major weapons and production systems. 
How: As Churchill, Hitler, Roosevelt, Stalin or Tojo, you struggle to shape the future of humanity. 

Can you forge your will into a New World Order? 



FREE SERVICE 


Fill out ami. lend us this coupon ami ive will match you up with gainen in your area. This is a totally free .service... just what we think the hobby needs. 
Name: 


/ wish In be enrolled in MDI'.s ^cimer.s' inatchin}' .service. I 
release MDI from any liabilily for providing me with this 
service. (No purchase necessary). 

Signature 

(rtc need your release to enroll you) 

I play: □ Slratcgy/Mililary □ Role playing 

0 Fantasy/Sci. Fiction O Other: 

1 want players for: (list in order of preference) 

1 

2 

3 

4 

New World Order copyright 1992 by Machiiivulli OuBigius, Inc. 


First Middle Last 

Street 

City Suite Zip _Cmiiit;j: 

Area code Phone 

Please send me copies of NWO at $59.95 each. 

Add $6 .shipping and handling. California resident.s add sales tax. 

Disktype: 0 3 1/2" 0 5 1/4" 

O Check cnclo.scd O Master card O Visa O Discover 

Credit card B Fjtp- (laic 

Signature 

(required for credit card authori/alion) 
trademark 1992 by Macbiavolli Designs, Inc. 

("irrio PoarVor Snn/i'ro HdQ 


New World Order 


Pre-order before 
Feb. 1 and we pay 
shipping. You 
save $6! 



Send coupon to: 
Machiavelli Designs, Inc. 
2550 Ninth St., Suite 204 
Berkeley, CA 94710 or Call 

8(K)-955-4MDI 
FAX 510-486-0632 
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HPS Simulations’ Point of Attack 


by M. Evan Brooks 


NAME; 

Poinl of All.ick 

SYSTEM: 

IBM CorniMlIblf 

HARO DISK SPACE: 

m MB 

GRAPHICS: 

EGA 

» PEAYERS; 

t-2 

PRICE: 

$54. yS fplus $4.00 .sbipping/tiandling) 
Imail order only: s|3t:cify disk sizol 

PROTECTION: 

Dorurnenimion Look-Up 

DESIGNER; 

Scoil Haiiiilion 

PUBLISHER: 

HPS Siniulations 

PO Box 5245 

Santa Clara, CA a5055-3245 
(408) 554-8381 


Introduction 

Point of Attack (POA) is a simLilalion of 
modern laciical combal in the Middle East 
that accurately represents battaiion/task 
force opei'ations on the contemporary bat- 
tlefield. Designed and marketed by Scott 
Hamilton, it is a ''traditional” wargame 
with all the implications thereof. A de- 
tailed simulation, it is not a game per se, 
but rather a product which could easily be 
utilized by the Army’s Command and 
General Staff College. 

Its strengths are the detailed interrela- 
tionships between combined arms on the 
modern battlefield. The work that has 
gone into these parameters is obvious. 
However, its weaknesses are that it is not 
a “state-of-the-art” computer simulation 
— sound support is minimal, graphics are 
EGA, user input is via keyboard only and 
it is very slow in execution. 

For those familiar with Alan Zim’s Ac- 
tion Stations (a detailed simulation of na- 
val tactical warfare from 1922-1945), 
however, Scott Hamilton’s Point of Attack 
may well be the modern land equivalent. 

Plain Brown Documentation 

There is nothing fancy about the docu- 
mentation — plain vanilla may best de- 
scribe the contents. The manual is 65 
pages of “how to play” coupled with an 
additional 19 pages of appendices detail- 
ing weapons systems, formations and de- 
scriptions of the five “built-in” scenarios. 
This is not to say that the manual is vague. 
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A succinct description of combined arms 
tactics and the battlefield is provided, and 
the user will be able to grasp the finer 
points. However, I would suggest that a 
casual gamer might well find himself lost. 
A basic understanding of military capa- 
bilities is recommended and prior militai'y 
experience will prove useful. 

While additional scenarios may be eas- 
ily designed, a “Map Builder” add-on is 
available for an additional $15. This al- 
lows the user to customize a map I'ather 
than Inlaying on a semi-random geo- 
graphic locution. 

A 7'EC (Terrain Effects Chart), 
unit/weapon symbols and a very detailed 
weapons characteristics chart completes 
the documentation. The documentation 
makes it clear that POA is a descendant of 
Avalon Hill’s famous board game Squad 
Leader — even down to having “broken” 
and ‘'bcrsci'k” units (although the unit of 
maneuver is actually more comparable to 
Panzer Blitz). Hence, board wargamers 
will find the system very familiar. 

The manual details how to play, but a 


tutorial would have been appreciated. Un- 
like most wargames, the potential of artil- 
lery is emphasized. Both “on-call" and 
“PPD” (pre-planned) artillery fires arc 
available and essential to success in com- 
bat. These, together with counter-battery 
fire, must be plotted with variable delays; 
nothing will I'uin your day faster than ad- 
vancing into an area only to be hit by 
'■friendly fires” — an incident which is all 
too likely to happen — even in reality. 

Visual and Aural 
Target Acquisition 

The graphics are minimal. The visuals 
may be seen from a strategic map over- 
view (10x18 km) or a detail map 
(2000x3400 m). Unit appearances may be 
described as “functional,” Combat reports 
are historically limited, and often results 
are described as “probable” casualties. 

If graphics are minimal, sound support 
is less. Only the inherent PC-speaker is- 
sues forth its occasional bleats and bursts 
of combat. But then again, would belter 
rendered explosions make that much of a 
difference? 

Keyboard Tactician 

All game input is via keyboard. Each 
unit must be individually accessed and a 
series of keystrokes will suffice to set it on 
its way. Among the decisions that the 
player must make are facing, firing on the 
move, priority of fires (headquarter units 
versus combat units), rate of fire, smoke, 
speed, etc. 

Random scenarios are created from the 
boardgame antecedents. Each side re- 
ceives so many unit “points,” and the 
player can mix and choose his own combat 
task force. Depending on the size of the 
scenario selected, a task force can range 
from 20-60 units. 

Nationalities represented include 
American, Soviet, British. French, Israeli, 
Syrian, Egyptian. Jordanian, Saudi, Ira- 
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nian and Iraqi. Scenarios may be designed 
as offensive, defensive or meeting en- 
gagements. Force capabilities may be 
modified as the player wishes, and include 
air snperioi'ity. communication 
(ECM/ECCM {electronic countermea- 
sures/ electronic counter-couniermea- 
siires. i.e. jamming)), morale and ammo 
supply. The errata (version 1.1) notes that 



rounds are assumed to be optimal. Thus, if 
a tank were to fire its basic load (40 
rounds) at armored targets, all the rounds 
would be considered to be Armor-Pierc- 
ing. For more I’ealism. the designer sug- 
gests reducing the ammunition load to 
40-607f of normal. While the unit would 
run out of ammunition faster, the overall 
effect would be to more accurately simu- 
late the results of the "basic load." 

Target selection may be automatic or 
manual. More importantly, targets are se- 
lected by impact side (front, side, rear, 
top). This I’cllects the strengths and weak- 
nesses of armor and emphasizes flanking 
operations to defeat the weaker rear armor. 

Input is jwt autonicUic. Etich order has its 
own delays, and oi'ders which looked so 
attractive when input can become obsolete 
when ready to execute. Thus, one should 
expect the confusion of battle and he who 
responds most flexibly will be (he victor. 

Game Play 

Game play emphasizes a proper alloca- 
tion of combined arms. Weapons systems 
range from laser-guided to conventional 
and. when one adds smoke, minefields, 
improved positions and limited visibility 
(due to weather/lime), the modern battle- 
field seems to be accurately recreated. 

The first scenario ("Desert Storm") is 
the only one with units already deployed 
on the map. It is a good learning exercise. 
Other scenarios include "Golan” (Israel- 
Syria, 199?). "Along the Shatt A1 Arab” 
(Iran-lraq War). "Grab for the Oil” (h’aq 
docs not slop with Kuwait). "Slab in the 
Back” (Iran invades Iraq after Desert 
Storm). 

Perhaps the largest problem facing POA 
is the scale. Task force level games (with 


units representing individual squads and 
platoons) often force the player to over- 
control his forces. A brigade/baltalion 
commander will issue orders (oi‘ "com- 
mander's guidance”) to his forces, and 
they will execute the mission. Heie. the 
player both decides how to execute the 
mission and then drops down to lower 
levels to actually im]4emem the task. 

Is this realistic? Of course not. but what 
ai'e the alternatives? SSG's BaitleJ'roiit 
system was an attempt to restrict the 
player to the proper level of command. 
I-Iowever. the AI often attempteil im]-)le- 
mentalion in "less than optimal" methods. 
Even more importantly, wargamers arc 
notorious for micro-management — they 
want to handle all decisions. Thus, POA 
clearly caters to these desires. 

Game play, however, is slow. While 
turns reflect a period of one minute, user 
input can take up to twenty minutes and 
actual resolution is similarly slow. Tiiis 
can become frustrating as one waits to see 
how a combat plan develops, but even 
reducing the combat reports to minimal 
time still requires patience by the user. 

In the "canned" scenarios, one can only 
play one side. Unforiunalcly. there is no 
provision for "zero" players. This re- 
viewer encourages designers to allow a 
"zero” option; it provides a ready tutorial. 
When I discussed this with Mr. Hamilton, 
he responded that he felt that a "computer- 
vs.-computer” option only aggravates the 
failings of the Al. While this is true, a 
"zero" option also allows the player to 
gain a basic understanding of what is hap- 
pening and possibly, what should be hap- 
pening. An even more important 
consideration is as a teaching tool device. 
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This simulation could be a valuable tool in 
a military environment (Command & 
General ,Staff College, the Officer Ad- 
vanced Schools, or even a CPX (Com- 
mand Post Exercise)), but with limited 
lime, one could not use it in class. A "zero 
player" option would allow the students to 
see the program in action and interest gen- 
erated thereby could encoui'age them to 
attempt it in an "after hours” pi'ogram. 


Perhaps POA's greatest strength is user 
support. The designer plans to continue 
updating his design, and user input is wel- 
come. When this reviewer noted that ar- 
mored \ehicles in the desert were not 
creating dust clouds, the designer re- 
sponded that he had initially included this 
combat obfuscation, but had deleted it 
from the final product because it created 
too much "map clutter." A day later, a 
revised product arrived in the mail: Mr. 
Hamilton had reflected that the visual 
denigration was more than offset by the 
combat reality and was now including the 
"desert dust" option to all registered users. 
All future upgrades (including a VGA op- 
tion and mouse input) will be provided at 
cost to the user. 



The designer is willing to respond to 
customer requests. Thus. POA is capable 
of growth. While it will never achieve the 
commercial success of a MicroFrose or 
SSI release, it validly fills a niche in the 
marketplace, 

With a simulation at this level, it is dif- 
ficult to offer concrete tactical guidance. 
Small unit tactics are so much more situ- 
ationally dependent than operational or 
strategic operations. But one should care- 
fully examine the ranges and lethality of 
his weapons systems and those of his op- 
ponent and seek maximum advantage, (f 
your stand-off capability is better than 
your opponent, engage at maximum 
rtinge; if less, seek to close and engage as 
rapidly as possible. 

A Hint of Grognard 

Point of Attack is much more of a simu- 
lation than a game. Designed and mar- 
keted by the designer, it lacks the bells and 
whistles of contemporary game design. 
Yet. it makes up for the lack of visual 
appeal by its detailed rendition of contem- 
porary combat. For the casual gamci' or 
one entranced by graphic capabilities, 
POA would be of little or no interest; fur 
the grognard or serious student of the 
modern battlefield. POA becomes virtu- 
ally mandatory, cbw 
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by Doug Pick 


A Flight Into the Hypothetical 
With Dynamix’ Aces of the Pacific 
Expansion Disk 


TITLl;; 

WWII: 1946 

SYSTEM; 

IBM 

PRICE; 

$.S9.95 

DESIGNER; 

Damon Slye 

PUBLISHER: 

Dyiwmix/Sletrrt 

Conrsegoltl, CA 



T he decision locnd World War II with 
a nuclear punctuation point was not 
an easy one. It came aflei' a lot of 
deliberation by American statesmen and 
soldiers on the likely outcome of a more 
conventional invasion of the Japanese 
mainland, What iTthe decision to drop the 
bomb had been dilTcrent? What if the war 
both on the ground and in the air had 
continued into 1946? Aces of the Pacific: 
WWn:J946 soars past history into the ul- 
timate “What if?" 



In this “What if?“ the war wages on 
throughout 1946 as massive land forces 
struggled to gain control of the Japanese 
homeland and each nation’s aircraft 
fought for control of the sky. During this 
period of time, new aircraft that were in 
development in 1945 would have reached 
operational status and would have played 
a role in both country’s war efforts. 

WWII:J946 brings seven new aircraft to 



the Aces lineup: the F7F Tigercat, F8F 
Bearcat. F2G-2 Corsair. J7W Shinden, Ki- 
83. and the first of each nation's opera- 
tional jets, the P-80 Shooting Star and 
Japanese Kikka. 

The F7FTigercat had the early earmarks 
of a standout performer. Fast and highly 
maneuverable, the aircraft would have 
been a match for anything in its day. The 
F8F Bearcat was the answer to the engi- 
neer's question, “What if we put this huge 
engine into this tiny airframe?” Horse- 
power to weight ratio in this little fighter 
was incredible, and even today a modified 
Beai’cat holds the piston powered speed 


record. The F2G-2 Corsair was the natural 
outgrowth of more powerful engine tech- 
nology applied to an already proven air- 
frame. The straight winged P-8() Shooting 
Star was the first operational jet the U.S. 
fielded. While not blindingly fast forajet, 
its straight wings gave very good turning 
performance. 

Less is known about the Japanese air- 
craft as each was in only the early stages 
of development at war's end, Early proto- 
types were taken to the U.S. forevaluation 
and surprised many of the test pilots that 
Hew them. The J7W Shinden was one of 
the first canard equipped aircraft: so de- 
signed to destroy the American heavy 



bombers that were ravaging Japanese cit- 
ies. This unique aircraft can be confusing 
to fly against at first because it seems to be 
flying backward with the tail in front oflhe 
wing. The Ki-83 is truly a killer. It's a twin 
engine design very similar to the U.S. Tig- 
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ercal and its firepower and overall per- 
formance is awesome. The Nakajima 
Kikka is the Japanese version of the Ger- 
man Me-262. 

With the addition of the new aircraft 
comes a whole new campaign starting in 
late 1945 and continuing until the hypo- 
thetical land invasion is resolved. Addi- 
tionally, players who had pilots retire at 
the end ofthe/lce5 of the Pacific campaign 
can recall these warveterans to once again 
defend their nation over the skies of Japan. 
While the dates, aircraft and aces have 
changed, the missions provided for career 
play are the same as mAces of the Pacific. 
Along with the career options, several new 


‘historical scenarios’ have been writ- 
ten, and ail the new aircraft and aces 
are available for single mission 
flights. 

What sets WW}1:I946 apart from 
Aces of the Pacific (which is required 
to play 1946) is the first look at Jet 
combat. All of the newly added air- 
craft are far more powerful machines 
than their predecessors included in 
the Aces game, but the jets are a 
whole new breed of combat aircraft. 
With top speeds nearly 100 miles an 
hour faster than propellor driven air- 
craft, air combat both with and 
against jets takes on a more high 
speed style of hit and run. 

Taking my Jet and ripping through , 
my opponent’s piston-powered pugi- , 1 
lists gives me a nice sense of power. 

Of course, trying to mix it up in a 
close-in furball while Hying a jet 
changes the story, especially with the 
Kikka. This plane is so slow in roll 
response that the only real way to 
fight with it is to keep the speed up 
and slash through the opposition. At 
low speeds and high g’s, the advan- 
tages of jet propulsion are wasted and 
propellor driven aircraft once again 
reign supreme. 

Even though 1 thoroughly enjoyed 
flying the new machines presented in 


IVW!1:1946 , 1 left the program feeling that 
more could have and should have been 
included. The Red Baron Mission Builder 
(RBMB) did for Red Baron what 1946 
does fov Aces of the Pacific, added aircraft 
and aces, but the Red Baron add-on pro- 
vided a very powerful mission builder that 
brought new life to the program. Without 
an equivalent in WW!]:1946, the Aces add- 
on should be considered more of an air- 
craft expansion disk, like those for the 
LiicasArts SWOTL system, than any sort 
of program addition, It serves as a nice 
add-on for devoted Aces fans, but is not 
essential to enjoying a game that is already 
very good, cgw 
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Authentic weapons 
capabilities with 
authentic combat 
results. 

Unmatched detail 
down to individual 
rounds resolution. 

Over 100 weapons 
from 11 nations. 


Set in the volatile Middle East, Point of Attack operates on 
a platoon-section level. Create custom engagements, or 
explore one of the five scenarios. Features night combat, 
adjustable weather conditions, morale and other intangible 
factors, advanced artillery, and lots more. 

The most realistic PC tactical combat simulation 
available! 

Requires an EGA display and at least 5I2K of RAM. 


Computer Company 


AideDeQamp 



Take ANY board 
wargame and play it 
on your PC. 

Play-by mail or 
modem. 

Save floor space and 
playing time. 


Create colorl'ul maps, up to 30,000 hexes, by using the 
drawing editor to design terrain and units. Multiple 
user-defined zoom levels. Permanently save game set-ups 
as well as turns including movement and combat for later 
review/replay. Compatible with all game systems, 
theaters, scales and eras. Design your own game. 
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Requires a hard di.'ik, VGA display, and at least 600K of RAM. 
Mouse optional. 


IBM only 

$54.95 

IBM only 

$79.95 

Available only by mail. 

Please acid .S4.()() shipping and 
handling. 
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HPS Simulations, P.O. Box 3245 

Santa Clara, CA 95055-3245 
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QQP’s Battles of Destiny 

by William R. Trotter 


TITLE: 

B.viles of Destiny 

SYSTEM: 

IBM 

PLAYERS: 

1-4 

PRICE: 

ssg.qs 

GRAPHICS; 

EGAA'CA 

SOUND: 

Sound BUslur, AdLib 

PROTECTION: 

Documuni.ition Luok-u|j 

DESIGNERS; 

SuvcTjl Dudes Holistic Gamine 

PUBLISHER; 

QQP 


rieminj^ion, N) 


T he simplest way to review this game 
would be to say: “If you liked Em- 
pire you’ll love Battles of Destiny." 


Battles of Destiny {BOD) plays, in fact, 
as though an Empire fan-club had pul their 
heads together and revised the basic game 
system to include every bell and whistle 
anybody had ever wanted to see in the 
original game. The resulting hybrid is not, 
therefore, as much of an “original” game 
so much as it is a very classy variation on 
some classic wargaming themes. It’s been 
done so carefully, so lovingly, that one 
tends not to even waste time debating 
whether or not it’s a rip-off. After all, 
Empire fans have been clamoring for a 
new edition for years and if QQP hadn’t 
published it, some other game company 
would have, only probably not as well. 



BOD was not originated in-house at 
QQP (it is the creation of an intriguingly 
named oulllt called “Several Dudes Holis- 
tic Gaming”), but like all QQP products 
issued thus far, it loads and plays 
llawlessly and it looks great. 

The basic premise of the game is just the 
same as Empire’s: starling with one, two, 
or three cities, the player begins producing 
military units and trying to conquer the 
world. Up to four human players may 
compete or one player may light up to 
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three computer enemies. Unlike Empire, 
however, BOD 's worlds are entirely vis- 
ible from the beginning of play; if this 
design choice takes away some of the 
mystery that shrouded the first two-dozen 
turns in Empire, it does give the player the 
chance to start planning a coherent strat- 
egy from the gel-go, Twenty worlds are 
included with the game, some of them 
realistic and some abstract, obviously de- 
signed to present bizarre strategic possi- 
bilities. 

'fhere is a map editor program included, 
too, which allows players to design their 
own worlds (it functions almost identi- 
cally to the Empire editor), but one still 
can’t specify where one wants to start 
when playing on a custom map. This is one 
revision that the Holistic Dudes should 
have included; otherwise, the map editor 
adds considerably to the game’s replay 
value. 

There are 22 different types of units that 
can be built and each production center is 
rated for its industrial capabilities, from 
level 1 to level 6, Instead of tasking cities 
to churn out units right away, players can 
“invest for the future” by building their 
manufacturing capacity to maximum 
value. This takes a long lime, but once a 
city reaches production level 6, it can 


crank out battleships in 18 turns, instead 
of the poky 40 or so it takes in Empire. 
Cities rated level 2 or higher can eventu- 
ally bui Id anything, but level 1 -rated cities 
aren’t good for anything except infantry'. 
Prolonged bombing or shelling can reduce 
a city’s production level and heavily 
foLight-over centers are usually reduced to 
their minimum when one captures them. 

The variables of speed, range, and fire- 
power — as distributed amongst the 22 
unit types — are exquisitely balanced. In 
addition to the standard types of weap- 
oni-y, there are aerial transports (helicop- 
ters able to carry one unit only, but very 
useful for guerrilla raids and long-distance 
reinforcement), hydrofoils, escort carri- 
ers, tank destroyers (very fast but gener- 
ally doomed when thrown against 
entrenched infantry), frigates, and three 
different types of transport. 

One major distinction between BOD and 
Empire is the importance of ranged lire. 
Every ship larger than hydrofoils can con- 
duct shore bombardment, but only battle- 
ships can equal the range of land-based 
artillery. Artillery range is up to six hexes 
and each battery fires twice per turn. A 
well supplied and dug-in artillery can 
slaughter anything within range, and the 
cunning deployment of shore batteries can 
interdict shipping on vast stretches of 
ocean. 



Cities with a production level of six can 
construct radar systems (useful to prevent 
sneak attacks, especially by aerial trans- 
ports) and use them to guide missiles. It 
takes many turns to reach the missile-pro- 
ducing level, but once there one can crank 
out a missile per turn and launch as many 
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• Fabulous Sound 

• TILT and much more. 
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favorite retailer or call 

( 613 ) 967 - 7900 . 


Compatible with Windows 3.x, Sound Blaster™, 
Adlib Sound™, and 256 color VGA. 


SOFTWARE CORPORATION 
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of them as possible against land, sea and 
air targets. The missiles arc only accurate 
about 40 percent of the time, but they pack 
an Exocet-like punch and are fully capable 
of sinking even a battleship. Missile-cities 
are valuable for sealing off choke-points, 
especially narrow waterways, or for 
guarding exposed island outposts. 

There is a generous total of nine diffi- 
culty levels (the Ai at the higher settings 
is sadistically hard to beat) and one can 
either "scatter" or "clustci-" their initial 
cities if one chooses to stan with more than 
one. There is no running cumulative total 
of losses (something that should have been 
adopted from Empire for sure!), but after 
each enemy turn the player receives a 
quick replay of each engagement. The 
player can elect to skip that and Just gel a 


WANTED: 

GAME DEVELOPERS 

LookingGlass Technologies is a 
computer game design house that 
creates original role-playing games 
and simulations; our well-known 
lilies include Ultima Undenvorld, 
F22, and Car and Driver. We are 
seeking talented and creative 
individuals to join a team designing 
next generation games. If you arc an 
outstanding project leader, 
programmer, or artist, who wants the 
challenge and satisfaction of 
working on some of the best games 
in the industry, please send your 
resume and references to: 

CGW Ad 

LookingGlass Technologies, Inc. 

420 Bedford Street, Suite 320 
Lexington, MA 02173 


Fulfilling Your “Destiny” 

^ Any city that is not in immediate danger of enemy attack should be put to work 
increasing its own indu.strial production rating. Doing so takes that city off-line for 
a frustratingly long time, but once it's reached Level 6, it can crank out units with 
amazing .speed. 

Hydrofoils make wonderful sea-borne cavalry. They’re fast enough to outrun 
anything big enough to hurt them, and powerful enough to sink enemy transports 
with one strike. They’re quick to make, and a roving squadron of two or three can 
really wreak havoc on enemy convoy routes. One caution however: these little 
boats are so fast that one has to be careful where one orders them to go. If the 
mouse-aiTow is one hex off and t>ne inadvertently orders the hydrofoil into a coastal 
hex. it will mn aground and be destroyed. 

When launching an amphibious strike against a heavily defended poit, send in a 
wave of ejiipty transports to draw enemy missile and artillery fire, while keeping 
the full iran.sports just behind them, and close enough to land during that same turn. 
The enemy will not know the first wave of transports is empty and will probably 
expend most of its available firepower sinking them, leaving the player with a real 
landing force intact and ready to pounce. 

If the player is fighting two or more enemies, and finds he is consistently losing, 
try using the “diplomacy” option to make a truce with the least threatening foe. 
Sometimes it works. It may not last, or course, but one may gain valuable breathing 
room, and lime for one’s cities to increase their production levels. 

"Large” transports cany a lot. but they are slow to build and one may have to send 
them to two or three ports to fill them up. Generally speaking, a lot of small 
transports will do more good than a handful of big ones. 

One good tactic for the early stages of a game is to “go deep” with aerial transports, 
to the maximum range, if need be, then expand as rapidly as one can in the classic 
“ink blot" manner. Even if the player doesn't hang on to the farthest cities, he’ll 
disrupt his opponent’s plans; if he does manage to hang on to them, he can 
systematically link up between each .seeded area and, viola!, find himself control- 
ling a good sized piece of the planet. 

Don’t send tank destroyers against dug-in infantry without softening up the target 
first by air, naval, or arlilleiy bombardment; one may lose the entire force if he 
docs. On the other hand, tank destroyers move very quickly and are ideal for 
exploiting breakthroughs or turning flanks. 

»' " * A player can never, ever, have too much artillery. 

* ' Since carriers basically act as refueling stations, players are usually better off with 
a hall-dozen escort vessels rather than two or three super-carriers. 


slatisliciil summary of los.ses. but one may 
miss spotting an enemy build up if one 
docs. 

Some games, played on tight little maps, 
arc short and bloody; others, such as the 
one 1 started on Thanksgiving Day and 
finished on December 6. are e|)ic conflicts 
in the best Empire tradition. 



S25Each, Send check or money order to; 
SDJ Enterprises, Inc. 

Dcpanmcfit C 
ISSl Fawn Valley Dr. 

S(. Louis, MO 63131 

Specify 3.S" or5.2S"disk 


014)966-5602 
Evenings Only 


Graphics throughout arc superior: real- 
istic terrain, superbly crisp unit icons, ex- 
cellent charts and graphs. Occasionally, 
little animated windows pop out and .show 
bits of combat (including one startling ba- 
zooka attack scene in which one soldier 
gets his brains blown out!) but one can opt 
to shut them off if they become iirilaliiig. 
The game is perfectly playable by key- 
board. but the mouse interface is so 
friendly it practically puiTs. Movement 
and combat are handled by simple poini- 
and-click routines, and there are pull- 
down menus for just about any function 
one might wish to perform, including the 
establishment of regular patrol routes for 
aircraft and naval units. 

In short. Baltics ofDestinyh seductively 
easy-to-learn and quite addictive to play. 
As a fan of Empire, it was natural that I 
would become obsessed by Battles ofDe.s- 
tiny. I would be surprised if this were not 
true of most Empire devotees, cgw 
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he ancient Solian lands have new arrivals; 

Monsters of the Blight! 

The Blight is consuming the ancestral homes of 
the elves and humans, halflings, goblins and ores. 
It’s up to you and your chosen heroes to slay the 
Blight's monsters and solve its mysteries! 

With The Magic Candle III, Mindcraft continues its 
tradition of excellence in fantasy role-playing. 

Your party will have characters handcrafted by 
you, marching side by side with the friends old and 
new your hero meets along the way. They will need 


weapons and magic — and, most of all, their wits — ^to 
survive and defeat the Blight! 

Delightful 256-color graphics, glorious music and 
digitized sound effects, and a compelling story with 
fascinating characters make The Magic Candle III 
your key to many hours of enjoyment. 


»MINDCRAFr 

2291 205th Street, Suite 201, Torrance, CA 90501 
(Actual screens may vary.) 
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NovaLogic’s 

Comanche Maximum Overkill 

by Brynn Walker 


TITLE; 

Convmclii; M.ixiinum Overkill 

SYSTEM; 

IBM (3B6«x Of j’realer, 4 meg ram, 


12 meg of HD space, VGA adapter, 


.1.5" drive required) 

PROTECTION; 


COST; 

$&9.y5 

UESICNERS: 

Kyle Freeman, John Garcia 

PURLISHER: 

NovaLogic. Inc. 


Tar/.ina, CA 



An avid computer game and flight simu- 
lator fan, the author is also an AH-64 
Apache pilot for the U.S. Army. A veteran 
of the Persian Gulf war, he is currently 
stationed at Fort Euslis, Virginia. (Views 
expressed in this article are those of the 
author and do not reflect ojficial policy or 
position of the Department of the Army, 
Department of Defense, or the United 
States government.) 

I n the PC night simulation market, heli- 
copters have played second fiddle to 
fixed-wing titles. Dozens of high-qual- 
ity jet and warbird games grace the 
shelves, while only a handful ofheiicopter 
titles are even worth mentioning. No- 
vaLogic’s new release, Comanche Maxi- 
mum Overkill, not only bolsters the 
helicopter’s cause, but does it with such 
stunning effect that the entire industry is 
going to take notice. 

Comanche Maximum Overkill {CMO) is 
loosely based on the proposed RAH-66 


Comanche scout/allack helicopter. While 
no real Comanche currently exists, CMO 
has leapfrogged the defense industry by 
giving gamers an eye-popping glimpse 
into 21st-cenlury helicopter warfare. 

Earthly Delights 

Every flight simulator game I’ve played 
up to now has failed to convey the thrill of 
low-altitude flying. Filled-polygon PC 
graphics just don’t convey the "you are 
there" feel of the military simulators I’m 
used to. When CMO arrived, claiming to 
surpass military simulators, 1 put it to the 
test. As incredible as it seems, CMO pre- 
sents a more believable terrain model than 
the Army’s Combat Mission Simulator. 

Within seconds after taking off, the 
player is immersed in a realistic graphic 
environment called "Voxel Space." This 
new technology provides a gorgeous ter- 
rain, making the suspension of disbelief 
nearly instantaneous. It’s unlikely that 
even the most jaded gamer’s socks won’t 
be rolling up and down when seeing these 
visuals! Excellent night-vision graphics 
can also be found, a first for PC flight sims. 
The game’s terrain-masking features, the 
essence ofheiicopter combat, simply blow 
away the efTorts of previous titles. At last, 
a fun and accurate recreation ofNOE (Nap 
of the Earth) flight exists for the PCI The 
feeling of skimming the ground is the 
thing, and CMO's got it. 

Easy Does It 

Players intimidated by the complexity of 
recent PC flight simulators will find deliv- 
erance in CMO. The manual is well-writ- 
ten and easy to understand. The game’s 
Comanche is also very simple to fly. The 
bird is extremely stable, thanks to an auto- 
matic altitude-hold feature much like the 
terrain-following radar on many modern 
combat aircraft. The game’s flight model 
is so stable that the Auto Hover feature 
may never be used. With this docile han- 
dling, I easily used some real attack heli- 
copter tactics that required a flurry of 
keystrokes in other chopper sims. The 
Heads Up Display symbology is notable, 
being very' similar to a real AH-64 sym- 
bology mode, 'fhis helpful feature shows 


some heads-up research by the game’s 
designers. Actions such as popping chaff 
and flares can be performed manually, but 
the helicopter’s computer does a fine job 
all by itself. The cockpit layout has re- 
mained faithful to the Army’s MAN- 
PRINT idea of simplified crew-stations 
using multifunction screens. This reduces 
clutter, and makes the helicopter’s opera- 
tions easy to learn. The player can select 
from many different functions or views to 
appear on either or both of the cockpit’s 
two viewscreens. This feature is quite 
user-friendly, and adds system redun- 
dancy in the event one screen is destroyed 
in combat. 

The standard external views are avail- 
able, along with an innovative "Drop 
Camera." An external viewpoint is estab- 
lished on the ground beneath the helicop- 
ter where this function was activated. The 
"camera" automatically pans to followthe 
player’s bird, and several cameras can be 
dropped during the game. 

Sound is an important aspect in making 
a believable sim, and CMO delivers the 
goods. A variety of voices, from the on- 
board computer’s impassive female voice, 
to the copilot’s frantic "Pull up!" are pre- 
sent. The weapon-launch noises are faith- 
ful, and the explosion effects are excellent. 

Following a growing trend in PC flight 
simulators, CMO allows several different 
control options, including the Thrustmas- 
ter devices. As easy as this Comanche is 
to fly, most players may not need more 
elaborate controls. The ability to choose is 
always welcome, however. 

Weary PC gaming veterans are, by now, 
used to the constant "memory wars" that 
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today’s complex sims have started. Mem- 
mory-management programs and "boot 
disks" have become our tools of the trade. 
While these tricks make the games run, 
they’re also partially responsible for some 
bugs that crop up. As remarkable as it 
sounds, CMO doesn’t require a memory 
manager to run. In fact, it won’t even bool 
if a memory-managing program is de- 
tected. This has helped make CMO an 
extremely bug-free game. I went out of my 
way to find a glitch, without success. No- 
vaLogic deserves an ovation for produc- 
ing rock-solid code that can run without 
relying on another program’s electronic t. 

Non-Mission-Capable Systems 

As rosy as these descriptions sound, 
CMO's gameplay has some problems. 
Some gamers — most likely the seasoned 
sim-jocks — are going to find some very 
dark shadows creeping within the graphic 
splendor. 

Eliminating filied-polygon graphics 
means that not everything animates 
smoothly, or is depicted clearly. The tar- 
gets and aircraft in CMO appear as chunky 
splotches until the player is nearly on lop 
of them. While the lluid realism of the 
terrain is stunning, the rough look of the 
vehicles can leave the gamer asking 
"What’s that supposed to be?!" 

No rotary-wing PC sim to date has repro- 
duced the remarkable agility of a modem 
combat helicopter. CMO is no exception. 
The game’s Comanche is, frankly, a slug. 
It can’t perform "cyclic" dives or climbs, 
and can barely achieve a 20-degree angle 
of bank. Evading fire is nearly impossible 
when CMO can’t perform maneuvers 
more aggressive than a traffic pattern. Be- 



ginning players will love the stability, but 
joystick jocks may wind up gritting their 
teeth. NovaLogic designer John Garcia 
took pains to defend the flight model. Me 
noted that the computing power required 
to change the teirain’s attitude in response 
to rapid, radical maneuvers is simply be- 
yond the capability of today’s PCs. Future 
releases from competing companies will 
lest the truth of that statement. 

When it comes to the number and diver- 
sity of missions, CMO's plate offers some 
meager helpings. A total of 20 missions 
are available; 10 for training, and 10 more 
in the Operation Maximum Overkill cam- 
paign. I required about a weekend to finish 
all of the available missions. Since the 
forays have nearly identical objectives, a 
feeling of tedium can easily set in. Chang- 
ing the terrain’s color palettes and adding 
the occasional Mayan pyramid as eyewash 
doesn’t dispel the sense of repetition that 
the limited missions bring. Since the 
player can’t change the mission’s parame- 
ters, weapons-loads, nav-points, etc., the 
problem is compounded. Some gamers 



will be miffed to find that the "campaign" 
is really just a collection of unrelated mis- 
sions. The lack of awards or congratula- 
tory sequences is also significant when 
comparing CMO to other lilies. According 
to NovaLogic, new scenario disks should 
be out in January, expanding the game 
with better missions and terrain. 

The enemies the player faces are limited 
in more ways than one: First, only three 
different types of vehicles are present: The 
SA-8 SAM, T-80 tank, and KA-50 heli- 
copter. The A! of these enemies is also 
suspect. The KA-50s meander around 
aimlessly, only occasionally attempting to 
engage the player’s helicopter. The 
ground vehicles mill about in confusion, 
sometimes in locations that would be ab- 
solutely impossible for anything but a 
helicopter to reach. Because of this, all 
kinds of outrageous tactics may have to be 
used to finish the mission, including land- 
ing near the enemy and firing at point- 
black range! The enemies aren’t helpless, 
however. Their sheer, occasionally ridicu- 
lous, numbers can simply overwhelm the 
player with salvos of missiles and rockets. 



Even so, the limited enemy types and their 
low intelligence makes many battles seem 
like an elaborate shooting gallery, as op- 
posed to 2 1 sl-century helicopter warfare. 

The firepower provided by occasional 
artillery and wingman support is helpful 
and easy to use. However, the wingman 
actually represents nothing but extra Hell- 
fire missiles, Engaging only targets the 
player designates, the wingman tags along 
without regard for much else. Even a KA- 
50 on the player’s six won’t stir the wing- 
man into independent action. Rubbing salt 
into the wound, my compatriot occasion- 
ally rammed me as he maneuvered into a 
firing position! 

With no real-life Comanche to keep the 
game’s designers on their technically-ac- 
curale toes, CMO's RAH-66 performs 
more like "AirWolf " It’s not uncommon 
to lake off with weapons loads of 8 Hell- 
fires, 12 Stingers, 500 rounds of 20mm, 
and 64 rockets, while still achieving level 
speeds of 192 knots. Hey, that’s the heli- 
copter for me! To say that such a weapons 
load is unrealistic is putting it MILDLY. 
CMO's Comanche is also unbelievably 
durable. This bird can withstand not only 
multiple direct hits, but also a midair col- 
lision or two and stay airborne! In a tech- 
nical-realism fist fight against the latest 
versions of Gunship 2000 and Falcon, 
CMO quickly winds up with a shiner. 

Debriefing 

Some flighl-sim veterans might sneer at 
CMO's limited scope and casual approach 
to technical detail. These same gamers 
may also be the ones most impressed with 
the new technology CMO delivers. While 
the sedate fiight characteristics and simple 
controls are more suited to beginning 
players, nearly everyone will find some- 
thing in CMO to enjoy. Hopefully, No- 
vaLogic will work to fix the flaws and 
fulfill the awesome potential ofthis game. 
Even as it stands, cutting-edge graphics 
firepower gives Comanche Maximum 
Overkill the edge it needs to sweep more 
than a couple of competitors off the battle- 
field. 

(The author can be reached for fuither 
comment on GEnie at B.WALKERIO, or 
America Online at WALKER34.) cgw 
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the thought that counts.” Al- 
I though this is a phrase often heard 
X around the holidays, it’s also a 
phrase that purchasers of Campaign can 
say to Empire Software. While the goals 
for Campaign were admirable, the fin- 
ished product leaves much to be desired. 

The Simple Life 

Campaign is a single player strategic 
and tactical level simulation of the battles 
of World War II. The playing field ranges 
from simple terrain to complex scenarios 
such as Kursk and Normandy. There arc 
25 scenarios to choose from, grouped into 
Simple, Average and Complex levels of 
play. The map editor makes it possible to 
modify any of these. 

Half of the 16 Simple scenarios use a 
featureless landscape, while the other half 
include airfields and beaches. The variety 
in these early scenarios derives from the 
different types of forces used — light units 
in the beginning and heavier units near the 
end. Eight of these scenarios include artil- 
lery and aircraft and, as a result, there is a 
representative assortment of American, 
British, German and Russian equipment. 
Thus, players can discover that not all 
heavy tank units and fighter aircraft are 
created equal. 

Just Your Average Day 

The Average scenarios add two ele- 
ments to the Simple ones: historical accu- 
racy and production considerations. These 
maps encompass a larger playing field and 
include more units in order to recreate 'fhe 
Battle of the Bulge and three other WW II 
battles. 

Campaign doesn’t attempt to account 
for every' vehicle used in these battles, but 
gives each side a representative numberof 
foioes to recreate the feel of the battle. 
Divisions and brigades may contain only 
60 vehicles, instead of 6,000. This keeps 
the game historically accurate, in a scaled- 
down way, and allows the game to be 
played in less than a month (usually one 
evening of actual game time). 
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Production facilities are used to build 
new vehicles, as well as supply fuel and 
ammunition to existing forces. Factories 
can change what they produce at any time, 
but changing production from one item to 
another takes time. The larger the item, of 
course, the longer the changeover in in- 
dustry will take. Items can be released 
from the factory as soon as they are created 
or when a set quantity of the item is avail- 
able. This can be adjusted with no penalty 
and allows factories to release a small 
group of tanks to be used as replacements 
for battle losses or to release an entire 
division when it is ready for battle. 

Life Gets More Complex 

The Complex scenarios are basically 
Average scenarios with more units, in- 
cluding naval units. The naval units, while 
able to contribute to shore bombardment, 
don’t add much else to the game. Without 
transport ships to attack or defend, the sea 


battles become a separate affair from the 
land combat. The map editor could be used 
to create a naval scenario, but it would be 
a battle with limited unit selection (battle- 
ships, cruisers, destroyers, and subma- 
rines). 

The D-Day scenario uses the same map 
for two scenarios: predictably, Allied and 
Axis. This is a very' large map, and quite a 
bit of time will be consumed in scrolling 
and zooming as the gamer attempts to 
control all of the forces, Fortunately, to 
help keep the attack manageable, a fold- 
out map of the beach showing the routes 
of each invasion group is included with the 
program. The Kursk and Europe scenarios 
are equally occupying. 

What’s Not to Like? 

Since it is obvious that a lot of research 
went into Campaign, why is it disappoint- 
ing? After all, the Equipment Factfinder 
book contains a wealth of information 
about the land and air vehicles of WW II, 
and the scenario maps are accurately and 
attractively rendered, complete w'ilh the 
correct force allotments for the appropri- 
atetime frame. Unfortunately, some of the 
effort that went into the research should 
have gone into the game’s design and pro- 
gramming. 


While the strategic map is well designed, 
the tactical map is not. As opposing forces 
near each other on the strategic level, the 
player can choose an automatic battle 
(where the player is just informed of the 
results) or a manual battle. The term “man- 
ual” is misleading, however. When the 
map switches to the tactical level, the 
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player only controls one tank. The other 
friendly vehicles are still under computer 
control. Although the player can switch 
control to another tank, while the former 
tank is given over to the computer, this can 
be disappointing. The bottom line is, at the 
strategic level, forces go where they are 
commanded, but it’s “every tank for itself’ 
at the tactical level. As a result, it is virtu- 
ally impossible to concentrate an attack or 
employ any organization. 



3 


There are several icons that can be used 
to view the composition of the force in the 
battle, but no way to bring reserve forces 
out of reserve until they decide to come out 
of rcseiwe. Selecting a reserve tank and 
driving it into battle only causes one ofthe 
tanks in the battle to go into reserve. 

Occasionally, a small force will run into 
a larger one. At the strategic level, there is 
no way to signal a retreat. The player must 
choose between going into a manual bat- 


tle, selecting the Retreat icon and waiting 
several minutes while his forces drive off 
the map, or selecting an automatic battle 
and be informed his forces have been 
crushed, rather than just driven away. 



Also, forces can engage in combat dur- 
ing the night. While this isn’t entirely im- 
possible, night battles occur rather more 
frequently in Campaign than they should, 
especially considering that night vision 
equipment was unavailable during WW II. 

One of the better thought-out aspects of 
the game is the pause icon. At any point 
the game can be halted. Unlike most 
pauses, which entirely lock the game, 
Campaign allows the player to examine 
units, set new destinations and alter fac- 
tor}' production. Also, after a battle be- 
tween units, the game automatically 
pauses, allowing the player to regain his 
bearings. There is also an icon to control 


the speed of the game if events are occur- 
ring too rapidly. 

Campaign offers little in the way of 
feedback. When an air strike is launched 
against a factory or land unit, the player is 
informed the target has been spotted, but 
no confirmation of an attack is given, and 
no information about the damage inflicted 
is available, even when spotter aircraft are 
used. Aerial combat is equally mysterious. 





The grande faux pas occurs when the 
player decides he’s had enough of Cam- 
paign for one day. There is no exit icon or 
command. Even the three fingered salute 
(Ctrl-Alt-Del) doesn’t work. The player 
must power-down to leave the game. 

In short, the concept of Campaign is a 
good one, but the inconsistent interface 
between the strategic and tactical maps, 
the lack of feedback and the poorly organ- 
ized manual make Campaign a fight just 
to play. But, it was a nice thought, cew 
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Players begin each game having one leader with 
four followers. Your Quest is to amass enough power to proclaim 
yourself king. Along the way you must persuade powerful beings 
and monsters to join your cause and fight many battles. You must 
decide which regions to concentrate your recruiting efforts; each 
region having different natives who may join your cause. Do you 
dare enter the mystical whirlpools and journey to the unknown? 
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Players across the country can compete in the same game. 
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Sun Yzu, Sunset 


Ancient Art of War in the Skies 
from MicroProse 

by Stanley Trevena 


"The primaiy colors are 
only five in number hut their 
combinations are so infinite 
that one cannot visualize 
them alt. " - Sun Tzu 


TITLE; 

The Anrient Arl Of Wnr In The Skies 

SYSTEM; 

IBM AT, PS/2 1 n0% Compniibles 

#IT.AVEKS; 

1 

i’RICE; 

SS9,95 

PROTECTION; 

Oocunient.ition Look-up 

UESIGNERS; 

Dave Muiry, loe Cargiulo, B.irr>' Murr>' 

PUBLISHER; 

Microprose 


1 kinl V.illey, MD 


I t is human nature to categorize the 
things we encounter in life. This not 
only helps us to remember things, but 
provides a certain comfort of knowing and 
familiarity to those things that are new to 
us. One of the primary tasks of a game 
reviewer is that of placing a game into a 
certain classification or genre. Yet, The 
Ancient Art Of War In The Skies, like so 
many passages out of Sun Tzu’s writings, 
keeps the consumer guessing as to its true 
nature and intent. 

When this game first hit the software 
shelf many people ran out and purchased 
it, thinking it was another flight simulator 
from MicroProse. Upon taking the game 
home and playing it, the gamer was 
thrown off balance. This was not atypical 
MicroProse flight game. Often, before the 
shock of unfamiliarity wore off, the game 
either found it’s way back to the retailer or 
onto the top shelf of the closet and rarely 
ever got a fair evaluation. 



The Ancient Art Of War In The Skies 
{AAOWITS) is a cute combination of strat- 
egy and action gaming. That is, the graphic 
presentation and flow of play is such that 
it is hard to take it seriously, though it is 
amusing enough. Perhaps, it is best de- 
scribed as a (“less Ailing”) “beer and pret- 
zels” game because of its easy rules, 
undemanding play, and relatively short 
playing time. 

The backdrop for the game is the period 
of 1 9 1 4- 1 9 1 8, World War I. The designers 



intentionally limited the game to two air- 
craft per side (simplifying both research 
and game play). The Green Team is given 
the Sopwith Camel as their fighter and the 
British Mandley-Page 0/400 as their 
bomber. The Red Team has the Fokker 
DR. I (made famous by the Red Baron) and 
the German Gotha bomber. Naturally, the 
player can choose either side of the con- 
flict. 

AAOWITS feels like a combination 
American Heritage boardgame (complete 
with a top down 3-D perspective view of 
a battlefield sprinkled with cities, facto- 
ries, airfields, villages, supply depots, 
forts, bridges, mountains, and the all im- 
portant capital) and radio-controlled dog- 
fight (as though the plastic planes of the 
former had become R/C planes on the 
gamer’s monitor screen), 'fhe planes are 
small at take-off and grow to an over-ex- 
aggerated size, complete with shadow, 
when airborne, but have the feel overall of 
Broderbund’s Choplifter or Wings of 
Fmy. One can avoid participating in the 
dogfights, but such a decision doesn’t usu- 
ally work in the gamer’s favor. 

From scenario to scenario the player has 
varying numbers of bombers and fighters 
scattered about the map, with distribution 
and numbers of planes often not equal 
between the opponents. The player must 
formulate a strategy based on the “lay of 
the land,” attacking either vital resources, 
planes, or the front itself on the way to the 


ultimate goal: total destruction of the en- 
emy capital. The battlelleld is presented in 
real time with a constantly shifting front, 
planes proceeding on their planned routes, 
and skirmishes occasionally breaking out 
into the aforementioned R/C style action 
sequences. 

In terms of presentation and custo- 
mizability, attention to detail is evident 
throughout this game. When flying a 
bombing run, the water in the streams 
appears to be running and clouds drift 
along lazily below the bomber, occasion- 
ally obstructing the view of the target. 
Period artwork adds to the atmosphere, as 
does the music. The digitized voices oflhe 
opponents are crisp and clear with the 
proper soundboard installed. Further, cus- 
tom user-controlled options affect visibil- 
ity, vulnerability, fuel efllciency, and 
overall performance of the two side’s 
planes. 



A campaign editor is provided and also 
exhibits the same attention to detail as the 
main game. The player is taken through a 
sequential design process and can easily 
paintabattlefleld, assign pilots and bomb- 
ers, write the story, set the rules, and be 
playing in less than an hour. Unfortu- 
nately, all campaigns are exclusive of one 
another and the ability to link campaigns 
does not exist. The game ships with 20 
historic campaigns and 34 fictional ones, 
all of which can be copied and/or modified 
using the campaign editor. 

Neither a flight sim nor a hard core strat- 
egy game, AAWITS is unlikely to appeal 
to devotees of either camp and, at best, can 
only provide a refreshing “liie” change to 
the current flood of time intensive com- 
plex simulations and wargames that in- 
vade so many hard drives, cgw 
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General Tegel has plans for 
some covert operations. Not 
things he could order someone 
to do . . . but things he could 
pay someone to do. 

And, as it happens, you— and 
^ your colleagues — can be 
bought. 
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Mindcraft presents: Tegel s Mercenaries ... an 
intriguing concept In futuristic strategy gaming. 

You lead a squad of interplanetary mercenaries 
picked from twenty of the most notorious men, women 
and aliens this side of the Magellanic Clouds. 

• Belk Otem, with his Delaser rifle and oybereye 

• “Smokey" Okrara, the green-skinned, two-trunked 
chlorophant 

• “Bombshell" Divan, “Tunes" Krakowski, and 16 
morel 


Start with a “diplomatic” mission to the ice planet of 
Nueva Nevada, then go wherever the general sends 
you next. Just remember the most important thing: 
you’re in It for the moneyl 

When you are through with Tegel’s tours of duty, strike 
out on your own I Use the Scenario Kit & Working 
Interface Developer to build missions to challenge the 
most hardened mercenaries. 

A new level of excitement, from the makers of the 
award-winning Magic Candle and Siegel 


^MINECRAFr 

2291 20Sth Street, Suite 201, Torrance, CA 90501 
(Actual screens may vary.) 
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Shaclowgate - MS Windows 



Indiana Jones and ilie Fate of Atlantis - Amiga 


Amiga: 

Diirkseed (Cyberdreams) 
Indiana Jones and the Pate of Atlantis 
(Lucas Arts) 

MS DOS: 

Time Treks (Davidson) 

MS DOS CD-ROM: 

Barney Bear Goes to School 
(Free Spirit) 

Conan the Cimmerian 
(Virgin Games) 

Space Quest IV: Roger Wilco and 
the Time Rippers (Sierra) 

MS Windows: 

Shadowgate (ICOM) 

Macintosh: 

A-Train (Maxis) 

Heaven and Earth 
(Buena Vista Software) 

Le Chuck's Revenge; Monkey Island 2 
(Lucas Arts) 

SEGA Genesis: 

Shadow of the Beast !1 (Psygnosis) 

Super Nintendo (SNES): 

NHLPA Hockey (Electronic Arts) 
Wordtris (Spectrum HoloByle) 


The term '■Conversions" rcl'ers to products which have 
previousty appeared on other plalt'onns, but have now 
been rcleasetl on a new plaifomt. 



Conan the Cimmerian - CD-ROM 



Heaven and Earth - Macintosh 
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Bctlicsda Sol'tworks 
1370 Piccard Dr., 

Rockville, MD 20850 

TERMINATOR 2029: When Dark 
Horse Comics docs a graphic novel iza- 
tion. each page is crammed with detail, 
particularly when the subject involves a 
dark future with cyberpunk edges where 
technology has gone awiy. It is no won- 
der. then, that when Bethesda licensed 
Terminator2029 they created an impres- 
sive dark blue VGA palette and plenty of 
pyrotechnic special effects to convey the 
hard-hitting violence of that epic. The 
perspective is first-person; the scrolling 
is fast; the tactics and strategy are as 
reminiscent of a simulation as of an ac- 
tion game; and the story is tied closely to 
the universe of the Terminator films, the 
whole feel is something like MechWar- 
rior meets the original Terminator, ex- 
cept that the graphics are much more 
lavish than the former’s polygon-illied 
objects and the latter’s combination 
EGA/VGA pastiche. IBM ($69.95). Cir- 
cle Reader Service #1 . 


Capstone 
Miami, FL 
(800) 468-7226 

HOME ALONE 2: Oh noooo! Garani- 
mal guerrilla Kevin McCallister returns 
to confound his impossibly stupid ab- 
ductors in this arguably valueless dash 
through the streets of New York. Silly 
Kevin hopped the wrong jet and winds 
up in the Big Apple with those two bad 
seeds Han-y and Marv. Kevin runs like 
a painfully slow dream, picking up ob- 
jects like trashcan lids and bags of mar- 
bles to hurl at his pursuers. Run through 
the streets, escape the bad guys, pick up 
all you can, throw it at Harry and Marv, 
and have a yippee time. It’ll keep the 
kids occupied for 20 or 30 minutes. And 
the reward is so moving — Kevin re- 
unites with Mom at the Christmas tree in 
Rockefeller Center. Home Alone 2 tests 
the great existential thesis: is life mean- 
ingless? Maybe, but this game surely is. 
IBM ($44.95). Circle Reader Service #2. 

rROLES; If cuteness was a physical 
substance, they would have to ship this 
product by the truck load. Troll dolls are 



Terminator 2029 



Home Alone 2 



Trolls 



The Incredible Machine 



Turbo Science 


once again the rage with youngsters (ac- 
cording to some reports, they outsold all 
other toys this Christmas season!) and 
this product should do nothing to quell 
their enthusiasm for these cherubic rela- 
tives of the hobbit. Trolls is very well 
done for a children’s action game; its 
gorgeous graphics and smooth-scrolling 
animation rivaling that of the best Nin- 
tendo cart. Young gamers will pilot their 
Troll babies across a rainbow palette, 
visiting such yummy places as Candy- 
land and Fableland, scooping up lolli- 
pops, gumbails, and balloons, while 
avoiding the armies of teddy bears, toy 
soldiers and other baddies that have 
gone over to the dark side of the Force. 
1-lunches and bunches of sticky-sweet 
fun to sap up one’s hard drivel IBM 
($44.95). Circle Reader Service #3. 


Dyiiamix 
Eugene, OR 
(503) 343-0772 

THE INCREDIBLE MACHINE: 
Those who took delight in constructing 
the elaborate edifice of household items 
in the old boardgame MouseTrap, or are 
just whimsically and mechanically in- 
clined, will find many hours of delight 
in this Rube Goldberg-inspired puzzle 
game. Players can either test their wits 
against 80 pre-created puzzles or can 
create their own incredible machine in a 
free-form building mode. There arc over 
40 parts in one’s tool box — scissors, 
light bulbs, gears, see-saws, cannons, 
generators run by mouse or monkey 
power, conveyor belts, among others — 
which one can use to create working 
machines; the complexity and ingenuity 
of which are only bound by one’s crea- 
tive limits. It’sconceptually original and 
cleanly done, and will keep puzzle-lov- 
ing inventors in their basements for 
many hours. IBM ($49.95). Circle 
Reader Service #4. 


QUARKY AND QUAYSOO’S 
TURBO SCIENCE; Played in an arena 
that looks vaguely reminiscent of the 
junkyard in the old Bill Cosby/ Fat Al- 
bert cartoon show, Turbo Science is a 
race against opposing science teams to- 
ward the finish line of scientific knowl- 
edge. Using an approachable cartoonish 
manual and simplified explanations of 
natural phenomena, children will be in- 
troduced to the various topics like the 
properties of matter in dil'ferenl states, 
the behavior of light, basic mechanics, 
nuclear energy, and so on, in a hip lan- 
guage that kids supposedly, like, speak, 
ya know? The game is designed Ibr ages 
9 to 14 and has enough clever cartoon 
graphics and impressively animated dis- 
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Look for this 
special display 
at your favorite 
retailer. 


INCLUDED 


70&43J0500 


© 1992, Villa Crespo Software, Inc. 


SUGKSTEO 
RETAIL PRICE 


Games For Everybody 


NEW EXCITING TITLES PUBLISHED REGULARLY 


The Coffee Break Series ' 

COMPUTER GAMES 


for IBM PC & Compatibles 


FUN TO PLAY by yourself or with friends. 


ENTERTAINING play for minutes or hours. Addictive! 


EASY TO USE play from diskette or hard disk 


GREAT GRAPHICS supports most graphics formats. 


AFFORDABLE 


DUAL PACKED 5.25" plus 3.5" disks 
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covcries to keep most any budding Bohr. 
Planck, or Einstein enthralled. IBM 
(S49.95). Circle Reader Service #5. 

Impre.s.sioiis 
7 Melrose Drive 
Furniingtoii, CT 06032 
(203) 676-0127 

CONQUESTOF JAPAN: Feudal war- 
fare lakes on “miniature” dimensions in 
this somewhat strategic, though mostly 
tactical game of conquest. The war takes 
place on a small hunk of Japan where 
two warlords face off. On the rather thin 
strategic level, players must build their 
armies and move them into battle. Once 
armies are engaged, the game pops down 
to the tactical level where the two armies 
will face off in a system greatly resem- 
bling miniatures wargaming, Here, play- 
ers can maneuver their groups into 
position, ordering them to attack hand- 
to-hand or lire their bows and arque- 
buses, and watch the mini samurai carry 
out their orders with limited animations. 
The miniatures system is interesting, 
though the strategic game seems little 
more than a design afterthought. IBM 
{.'1)59.95). Circle Reader Service #6. 

Inline Design 
308 Main Street, 

Lakeville, CT 06039 
(203) 435-4995 

COGITO: If thinking is all that’s re- 
quired to affirm one’s existence, as Des- 
cartes suggests, then this game will 
leave no doubt that “you be.” The 120 
puzzle levels, which involve recon- 
structing geometric patterns by shifting 
scrambled tiles by column and row, will 
certainly keep one cognitively involved 
for some time to come. The game resem- 
bles a one-dimensional Ruble’s cube in 
which the rule for manipulating the rows 
and columns gels scrambled now and 
again. It’s the demented abstract puzzle 
stuffthat gives gaming masochists a rea- 
son to live. Mac ($59.95). Circle Reader 
Service #7. 



Konanii 

Buffalo (Jrovc, IL 
(708)215-5100 

SUPF:R VGA AIR WARRIOR; Real 
men play Air Warriorl At least, that’s 
what most of the flight simulator aficio- 
nados on GEnie tell us. Now, combat- 
ready sim pilots can find out ifthey like 
Air IFw/w without having to download 
anything or even having to connect to 
the network which serves as Air War- 
rior's central arena for multi-player fur- 
balls. The boxed set allows players to 
light in stand-alone off-line dogfights; to 


Laser Squad 



Revelation 


connect with other gamers modem-to- 
modem and serial link options (whether 
they subscribe to GEnie or not); and play 
the historical scenarios, duels and multi- 
player battles on the GEnie network. In 
addition, the documentation is detailed 
(we loved the performance charts for 
every plane used in the game) and offers 
options that many GEnie users haven’t 
yet discovered. Finally, the SVGA 
graphics are incredible. IBM ($59.95). 
Circle Reader Service #8. 


Microleague Interactive Software 
2201 Drummond Plaza 
Newark, DE 19711-5711 
(302) 368-9990 

LASER SQUAD: Robert Heinlein’s 
Johnnie Rico (the protagonist of Star- 
ship Troopers) would feel right at home 
in this game of futuristic infantry com- 
bat. Like Breach, the game features 
small unit tactics witha variety of weap- 
ons and an element of role-playing con- 
tinuity. As one would expect from a 
European import, however, the graphics 
are superior to the U.S. product, but the 
gameplay is tougher and there is less 
overall product because of the hard disk 
space required for the graphics. The 
game seems to use solid algorithms for 
the artificial opponents (which some- 
times seem to have unfair advantage) 
and offers a solid enough game that wise 
players will save after every turn. Unfor- 
tunately, the game only includes a hand- 
ful of scenarios and, unlike its U.S. 
competitor, no mission builder. IBM 
($59.95). Circle Reader Service #9. 


REVELATION: This game isn’t the 
end of the world, but may well be the end 
of your social life ifyou are determined 
to work through the 80 levels of puzzles 
in this abstract puzzle game. Players 
take the role of safecracker as they spin 
color-coded tumblers in an often vain 
attempt to line up the tumbler colors 
with the appropriate locks. This is no 
easy task, as the tumblers often “chain 
react” as they are manipulated, thus 
scrambling the whole puzzle at every 
turn. Special locks and bonus tiles will 
help players find the correct combina- 
tion, alter which they will be able to 
plunder a safe of all its goodies. IBM 
($29.95). Circle Reader Service # 1 0. 


ULTIMATE CARDS; If one doesn’t 
know when to hold ’em, and when to 
fold ’em, this six-game card collection 
may be the player’s best deal. Nothing 
very elaborate here. Just straight playing 
challenge with 12 computer opponents 
eager to clean your clock. Draw a game 
of Whist, Spades, Crazy 8’s, Hearts, Gin 


Page 136 


Computer Gaming World 







NATIONAL 


LAMPOON’S 
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If 

You Don’t 
BuyTTbis 
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Dog.* 




] 1^. • National Lampoon presents the. 
most oiiba^ous chess program 
in the galaxy. Match wits with a 
perverted otd dhessMeister who 
I [• has more than a few unspeak- 
able tricks up his sleeve and will 
use them all to rattle your con- 
centration. What else has the 
game got? A chess set featuring 
unique live-action video actors- 
from belly dancing pawns 


to Grim Reaper rooks. They’ll 
dispatch and dismember each 
other in ways even your demented 
mind has never thought of. 

But should you like your chess 
unadulterated, we’ve got that too. 
In spite of all these shenanigans 
it plays a dam good game of 
chess. Will it beat the competition? 
Hey, it ain't called ChessMeister 
5 Billion and 1 for nothing! 


For Visa/MasterCard orders call 24 hours a d^^li^ays a 

1-800-695-GAME {Orders Only) ■* ; b' . 

For technical questions call: 1-510-522-1164 (M-F^^rn-5pmJ?p^i 


* HEY, IT WORKED ONCE! 


Spectrum HoloByte 


Irum HoloByle, Inc. 2490 Mariner Square Loop, Alameda. CA 94501 


^■cover in 1973. We're happy to report the dog died of natural causes. 
rifi^^Rfiader'^rvice #100 





Rummy or Oh Hell!, pick a partner and 
ruthless opponents, and watch the cards 
lly. There are six “expert” level players, 
three “good” players and three “aver- 
age” players, who are no slouches at 
winning tricks. After the cards are dealt, 
players can use the sort option to organ- 
ize their hands and refer to an on-screen 
rules box if they are in doubt. There are 
help and learn modes to assist the player, 
offering proposed moves to ace out the 
opponents. If all else fails, the player 
may use the “cheat” option, revealing 
the cards of all players. If that doesn’t 
turn a gamer into a shark, nothing will. 
Digitized player remarks are supported 
by Sound Blaster audio cards, IBM 
($39.95). Circle Reader Service #11. 


MicroProse 
Hunt Valley, MD 
(410) 771-0440 

ATAC: Players take on South Ameri- 
can drug cartels as the leader of the 
U.S.’s “War on Drugs” in this hybrid 
simulation/slralegy game. On the strate- 
gic level, players command a task force 
of F-22 fighter bombers, helicopters and 
250 secret agents. As the undercover 
weasels provide information regarding 
the locations of important coca planta- 
tions, manufacturing facilities and ware- 
houses, the player sends helicopters to 
conllrm these locations in low-Hying re- 
connaissance runs. Once the preliminar- 
ies are through, the player then takes 
control of an P-22 and personally bombs 
the snot out of the S. American land- 
scape (just say blow) in the name of 
truth, justice, and the American way — 
burying the drug lords in the “snow.” 
IBM ($59.95). Circle Reader Service 
# 12 . 

TASK FORCE 1942: The Tokyo Ex- 
press comes to life in this first person 
command simulation ofthe Guadalcanal 
Campaign. As either the American or 
Japanese commander, players attempt to 
resupply their land-based troops at night 
or intercept their opposite numbers as 
they try to provision their own troops. 
The scrolling seems smoother than in 
the other recent naval simulation, SSI’s 
Great Naval Battles ofthe Atlantic, but 
the accurate historical emphasis on night 
actions and tendency to engage at long 
range makes it difllcult to compare the 
overall graphics approach to the game 
based on Atlantic engagements. The Mi- 
croProsc commitment to historical accu- 
racy appears to be firmly established in 
this game and its documentation. Note 
also that a future product is expected to 
integrate carrier warfare with this simu- 
lation. IBM ($59.95). Circle Reader 
Service #13. 
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Programmer’s Warehouse 
8283 N. Hayden Rd. Suite 195 
Scottsdale, AZ 85258 
(602) 443-0580 

SOUND EXPI.OSION: If one can 
judge a civilization by the quality of its 
beer, should one not judge its technical 
prowess by the number of fart sounds in 
a software package? Sound Explosion 
for Windows is a veritable tower of 
sound bytes foryour PC. With more than 
500 sounds and its own speaker driver 
(rendering a sound board unnecessary, 
but still preferable), this package deliv- 
ers a cacophony of noises for your com- 
puting pleasure. Always wanted to hear 
a toilet flush when hitting the escape 
button? Dream of a Technicolor yak 
noise when disgorging a disk? Try those 
and many, many more; jungle noises, 
gun shots (rifle, M60, Uzi, AK47), 
belches, birds, spaceships, screams — 
name it. These are the same sound ef- 
fects used for motion pictures, brags the 
box, and indeed they do ring true. All the 
sound effects are in the standard Win- 
dows .wav format, so they can be used 
with most multimedia applications. 
Honk ifyoLi love noise. IBM with Win- 
dows 3.1 ($49.95). Circle Reader Serv- 
ice #14. 


Ready Soft 

Richmond Hill, Ontario, Canada 
(416) 731-4175 

DRAGON’S LAIR III: TME CURSE 
OF MORDREAD: Don BlutlTs daffy 
hero, Dirk Daring, continues his exploits 
beyond the laser-disk in this, the third 
game in a series of animated action-puz- 
zles. Daphne, the career damsel in dis- 
tress, has been accosted by Mordread the 
evil witch, and Dirk must dust off his 
trusty two-hander (and the gamer his 
arrow keys) to wade into the sea of ani- 
mated peril. Players ofthe coin-op and 
the earlier computer versions know what 
to expect — more ingenious animation, 
more simplistic split-second-timing 
puzzles, and even more hilarious ways 
for poor Dirk to be suffocated and 
shocked, immolated and impaled, 
pounded and pulverized. Gamers disap- 
pointed with the length ofthe previous 
games can expect the same, as well. 
IBM ($59.95). Circle Reader Service 
#15. 


Spectrum HoloBytc 
Alameda, CA 
(510) 522-1164 

FALCON MC: The original ground- 
breaking combat simulation returns to 
the Macintosh to the delight (4‘ the Ap- 
ple-owning jet set. This program, based 
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The Best Deal Around... 


A 


fitafisua.ll- 


Now Only: $ 36 °“ 

ReadySoft: Dragon's Lair III 
- The Curse of Mordread 

In revenge lor her brother's desiruclion, ibe evil 
witch, Mordread, has captured your beloved Daphne 
and the children. You musi test your skills in a frantic 
c)uest ihrouah lime before your family is Iropped 
toreverin the Vortex of Eternity. 

(Form DOS) 




Sierra: 

The Incredible Machine 


Want lo build a belter mousetrap? All il takes arc 
bike-riding monkeys, treadmill, nice and a few 
bowling bolls. Genius and junk combine to solve i 
convofuled controplions in Jhe Incredible Machine 
Search lor the toolbox for your own godgetry am 
up a chain reodion ibal will free the cot, exercise 
mice, or burst the balloons. You must find the pei 


y and set 
elbe 

perfect 

blend of mechanics in your solution to Jhe Incredible 
Machine. (Foe IBM DOS or MAC) 


Xli. 


-;*cRia ! Fl*:4TFAX:OO1!-508-'H3-56« 
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Orders occeoled on orrr loll free number fjfon Sot 8' 30 lo 5'30 EST Vrso MoslerCord & 
Discover cnTd occepted. All aedil cord orders processed within 24 bwrs, ConHnenlol US 


shipments: UPS ground S5, Airborne Overnight S7. Corp, Gov't, Educ, APO, FPO, Interna! 
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Developed by a lawyer and adopted from actual 
cases used in the hit TV show, LA LAW: The Computer 
Game delivers a realistic glimpse of ibe human 
drama, mvsteries, puzrles and intrigue ployed out in 
the law olfices and courtrooms of fos Angeles. Find 
and interview witnesses, uncover a police report that 
changes your slrolegy.' negotiate with opposing 
counsel, look (or legal loopholes; or discover missing 
details to prove your t//e/)/s'mnocence. 

(For IBM DOS) 


For Orders And A Catalog, 

Call 1 - 800 - 228-7449 

COMPUTeR 

Express 

Savoy Products, Inc., 31 Union Avenue, Sudbury, MA 01776 

Circle Reader Service M48 





on the 2.5 version oflhe IBM incarnation 
of Falcon, will offer Mac color, new mis- 
sions, expanded weapons systems, a more 
detailed cockpit, and a more realistically 
rendered flight model. Gamers should not 
mistake this product for a conversion of 
Falcon 3.0 on the IBM, as it does not 
include the new functionality and graphic 
whiz-bang (and, perhaps, none of the 
problems associated witli the early ver- 
sions) of the latest IBM build. Mac 
($69.95). Circle Reader Service #16. 

Strategic Simulations liic. 

Sunnyvale, CA 
(408) 737-6800 

A LINE IN fHE SAND: As previewed 
in CGM‘^ #101, Line in the Sand is a 
faithful conversion of the TSR 
boardgame which features, but is not 
limited to, the 1991 Persian Gulf conflict. 
In addition to the Desert Storm conflict, 
the game also postulates potential Arab- 
Isracli wars, and a diplomatic game 
where up to six players strive for their 
individual objectives through a combina- 
tion of diplomacy and force. Both easy to 
leam and simple to play. Line is a light- 
weight game of “What If’ that does its 
best to make an interesting game out of a 
rather uninteresting conflict. IBM 
($39.95). Circle Reader Service #17. 


LEGENDS OF VALOUR: SSI seems 
to have taken ques from Ultima Under- 
world and Wolfenstein 3-D in creating 
this smooth-scrolling, first-person role- 
playing game. The graphics are gorgeous 
and rise high above the state of those in 
most RPGs oflhe day, but, unfortunately, 
it seems to do so by releasing a few 
ballasts of story depth and over-all qual- 
ity. Players will explore an “underworld” 
realm of dungeons, and a city of “28 
miles” of streets (however they measure 
it) filled with citizens going about their 
daily lives in diurnal cycles. Players will 
find themselves tangled in the affairs of 
the town as they take on 45 quests, lead- 
ing to an(other) ultimate battle to end all 
evil. IBM (,$59.9.5). Circle Reader Serv- 
ice #i 8. 
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V for Viclory; Velikiyo Liiki - 1942 


Swite Intcrnationul 
Box 219 

Rockland, DE 19732-9904 

BICYCLE CD-ROM COLLECTION: 
We sensed a raw deal when we first saw 
this product — a collection of card 
games on a nice shiny CD-ROM. 
“What.” thought our puzzled reviewer, 
“could you possibly do with a card game 
collection that would require the mas- 
sive storage capacity of a CD-ROM?” 
After all, QQP’s Solitaire 's Journey in- 
cluded 105 different solitaire games and 



usedjust over a megabyte of HD storage. 
Well, this product couldn’t even sit at die 
same table with QQP's product, or many 
others for that matter. It sports four 
games. Solitaire, Poker, Cribbage, and 
Bridge and plays average hands with all. 
The Solitaire program offers only 7 
stpdard variants, and the Poker program 
offers 5- and 7-card draw and stud 
games, with very limited variant options 
and playing-history analysis capabili- 
ties. All told the package uses all of 
750KBs of the CD’s 500+MB capacity, 
leaving one only to surmise that this 
package is a “brilliant” marketing strat- 
egy to move a rather mediocre game 
collection on the fast wings of the CD- 
ROM’s novelty. IBM CD-ROM 
($69.95). Circle Reader Service #19. 

Three-Sixty Pacific 
Campbell, CA 
(409) 776-2187 

V FOR VICTORY: VELIKIYE 
LUKI-1942: Using the acclaimed 
boardgame-like V for Victory system, 
this latest release will allow wargamers 
to command either side of the classic 
Eastern Front battle that raged along a 
line between Leningrad and Moscow 
from the winter of 1942 through the 
winter of 1943. This is notan expansion 
disk for the first Utah Beach game, but 
is a completely new program with an 
artificial opponent expressly designed 
for the problems to be encountered dur- 
ing this historical conflict. ($69.95). Cir- 
cle Reader Service #20. 

Wisdom Tree Inc. 

2700 E. Imperial Hwy., Bldg. A 
Brea,CA 92621 
(714) 528-3456 

EXODUS: Gamers may well say, “Holy 
Moses! I did ill” when they complete a 
level in this action game where Pac-Man 
meets Adonai (the Hebrew word for 
Lord). The action resembles a cross be- 
tween the classic Pac-Man and the lesser- 
known Soko-Ban. In this case, however, 
the “ghosts” of the former have been re- 
placed by Egyptian magicians, soldiers 
and taskmasters, while it lakes “words of 
faith” instead of power pills for Moses 
(instead of Pac-Man) to overcome the vil- 
lains and obstacles on each of the game’s 
100 levels. As in Soko-Ban, gamers have 
to figure out the best way to remove or 
rearrange obstacles like the murmuring of 
the Israelites or mud of bondage. In be- 
tween levels, gamers become students and 
score extra points by answering Bible- 
based questions. Exodus offers an inter- 
esting and positive twist on older game 
concepts. IBM ($39.95) Circle Reader 
Service #21. cgw 
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COMPUTER GAMIIMB WORLO 

HALL OF FAME 


The games in Computer Gaming World’s Hall of Fame have been highly rated by our readers 
over time. They have been rated for their impact on the computer gaming hobby during their peak 
period of influence and acceptance by our readership. Note that the dates listed for each game are 
the copyright dates and may precede the actual release dates. Specific fomiats listed are those 
which CGW has in its possession. Each month, we will highlight at least two of these games as 
part of this listing. 

The Bard’s Tale (Electronic Arts, 1985) 

Many formats 

Chessmasler (Software Toolworks, 1986) 

Many formats 

Dungeon Master (FTL Software, 1987) 

Amiga, Atari ST, IBM 

Earl Weaver Baseball (Electronic Arts, 1986) 

Amiga, IBM, Macintosh 

Empire (Interstel, 1978) 

Amiga, Atari ST, Commodore 64, IBM 

F~19 Stealth Fighter (MicroProse, 1988) 

IBM 

Gettysburg: The Turning Point (Strategic Simulations, Inc., 1986) 

Amiga, Apple, C-64, IBM 

Gunship (MicroProse, 1989) 

Amiga, C-64, IBM 

Harpoon (Three-Sixty Pacific, 1989) 

Amiga, IBM, Macintosh 

Kampfgruppe (Strategic Simulations, Inc., 1985) 

Many formats 

King’s Quest V (Sierra, 1990) 

Amiga, IBM 

M-I Tank Platoon (MicroProse, 1989) 

Amiga, IBM 

Mech Brigade (Strategic Simulations, Inc., 1985) 

Many formats 

Might & Magic (New World Computing, 1986) 

Apple, C-64, IBM, Mac 

M.V.L.E. (Electronic Arts, 1983) 

Atari 8-bit, C-64 

Pirates (MicroProse, 1987) 

Many formats 

Railroad Tycoon (MicroProse, 1990) 

Amiga, IBM, Macintosh 

SimCity (Maxis, 1987) 

Many formats 

Starjlight (Electronic Arts, 1986) 

Amiga, C-64, IBM, Sega 

Their Finest Hour (LucasArts, 1989) 

Amiga, Atari ST, IBM 

Ultima HI (Origin, 1983) 

Apple, Atari ST, C-64, IBM 

Ultima IV (Origin, 1985) 

Amiga, Apple, Atari ST, IBM 

Ultima VI (Origin, 1990) 

Amiga, IBM 

War in Russia (Strategic Simulations, Inc., 1984) 

Apple 

Wasteland (Interplay, 1988) 

Apple, C64, IBM 
Wine Commander (Origin, 1991) 

IBM, Sega 

Wizardry (Sir-Tech Software, 1981) 

Many formats 

Zork (Infocom, 1981) 

Many formats 


Empire 

Interstel, 1978 
Many Formats 



I 


Originally published on mainframes 
in the late ‘70s. Walter Bright’s 
game of planetary conquest mixed 
exploration and strategy with an eco- 
nomic basis for unit construction. 
The game was revamped for person- 
al computers in the mid-’80s. Mark 
Baldwin’s new interface and the 
addition of new units enhanced a 
classic game system. 


M9 SlealLli EigliLer 
MicroProse, 1988 
IBM 



Released prior to the government's 
public announcement of the F-1 17A, 
F-19 Stealth Fighter provided addi- 
tional challenges beyond those of the 
typical combat flight simulation of 
its day. By creating the electronic 
profile of the craft and adding the 
element of stealth, F-19 became the 
first combat flight simulation where 
it was more fun not to dogfight than 
to engage in one. 
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A monthly survey of the readers of Computer Gaming World Magazine, 



What You’ve Been 
Playing Lately 



PC Research 
Hits List 

of Top-Selling Software 


KlrtWAmhiAr 1OO0 


Runk 

1. 

2 . 

3 . 

4. 

5. 

6. 

7. 

8 . 

9. 

10 . 

1 1 . 

12 . 

13. 

14 . 

15. 

16. 

17. 

18. 

19. 

20 . 


Rank 



Title and Source! 

Kings Que.st VI (Sierra On-Line) 

Comnianche: Maximum Overkill (NovaLogic) 

The Human.s (Gamelek) 

Wing Commander (Origin) 

Sim City (Maxis) 

Star Control II (Accolade) 

Wizardry VII: Crusaders (Sir-Tech) 

Castles 11 (Interplay) 

Aces of the Pacific (Sierra On-Line) 

Civilization (MicroProse) 

Monopoly (Virgin Games) 

Microsoft Flight Simulator (Micro.sofl) 

Links — 386 Pro (Accolade) 

Hardball 111 (Accolade) 

Quest for Glory III (Sierra On-Line) 

Police Quest (Siena On-Line) 

Might & Magic: Clouds of Xeen (New World Computing) 
Microsoft Golf for Windows (Microsoft) 

Falcon 3.0 (Spectrum HoIoByte) 

Stunt Island (Disney) 


Rank 


Title and Source 
Police Quest III (Sierra On-Line) 
Leisure Suit Larry V (Sierra On-Line) 
A- 10 Tank Killer (Sierra On-Line) 
688 Attack Sub (Sierra On-Line) 
Kings Quest V (Sierra On-Line) 



Rank 

1 . 

2 , 

3. 

4. 

5. 

6 . 

7. 

8 . 

9. 

10 . 


Title and Source 1 
Prince of Persia (Broderbund) 

Award Winners: KQ V & Red Baron (Sierra On-Line) 
SimCiiy Supreme (Maxis) 

Microsoft Flight Simulator (Microsoft) 

Lemmings (PsygnosiS 


CD-ROM Products 


Title and Source 1 _ 

BattleChess (Inteq-jlay) 

Cinemania (Microsoft) 

Wing Commandcr/Secret Missions I & II (Origin) 
Sherlock Holmes, CD (ICOM) 

CD Game Pack (Software Toolworks) 

World View (Britannica) 

Kings Quest V (Sierra On-Line) 

Loom (Software Toolworks) 

Where in the World is Carmen Sandiego (Broderbund) 
Murmurs of the Earth (Warner New Media) 


This list is based on units sold by Suftwarc Etc.. Babbaiies. Waldcn.softw:ire and Electronic 
B«niii»iuc- FormoD’ information, plea-sc contact PC Research at (7(1.^ 1 435-1025. 


The Feedback Forum of Reader Response 


Every month our mailbox fills to capacity with hundreds of 
Reader Input Cards from hundreds of our most loyal and out- 
spoken readers. Over the years we’ve found these cards to be 
an invaluable source of feedback. Within 10 days of the 
release of our latest issue we can expect to see dozens of 
cards begin pouring in with comments, suggestions, encour- 
agements, tirades and many good laughs, in addition to the 
data for our Top 1 00 game poll. Through your efforts, we 
know which articles were hits, which flopped, how many lyy- 
pos and grammatical errors we’ve let slip through - in addi- 
tion to the many well-articulated opinions on anything and 
everything related to gaming. 

This column is set aside to give our readers a voice, and to 
display the results of our “Playing Lately?” field on the 
Reader Input Card. Thanks for taking the lime to fill them out 
" and keep ’em comingU 



9. 

10 . 


Civilization (MicroProse) 

Conquered Kingdoms (QQP) 

Wolfenstein 3-D (id Software) 

Comanche: Maximum Overkill (NovaLogic) 
Might & Magic: Clouds of Xeen (New World) 
Wizardry VII: Crirsaders of the Dark Savant 
(Sir-Tech) 

V For Victory: Utah Beach (Three-Sixty) 
Battles of Destiny (QQP) 

Links 386 Pro (Access) 

Front Page Sports Football (DynamixnHm 


The Worst Games You’ve Played 


We received a broad range of responses to our question, 
“What’s the worst game you’ve ever played?” Few games 
escaped your wrath, including some of the products in our 
Hall of Fame. There was, however, some consensus on a few 
products, and so we submit this list of stinkers. 

Birds of Prey 

Blue Max (“...the apex of embarrassment...”) 

Codename: Iceman 
Das Bool 

Earl Weaver Baseball 2 (“Damn shame,”) 

Fountain of Dreams (“Wasteland 2? Ha!”) 

Global Effect 

Heroes of the 357th 

John Madden Football 2 

Mantis (“(M)ost (A)ggravating (N)auseating 

(T)remcndously (I)iTitating (S)im") 

Megalraveller I 

Sim Earth (“No Humans Necessary”) 

Terminator 

Ultimate Military Simulator (I & 11) (“...watch a movie 
and eat dinner between moves.”) 

Wolf Pack 




Computer Gaming World 




C omputer game programs have grown so massive and the 
number of possible configurations ' as become so huge 
that incompatibilities and glitches seem to be breeding at 
an exponential rate. Consumers and publishers are both frustrat- 
ed at the need for adding patches into “buggy” programs, but 
they seem to be an interim solution that is going to be with the 
hobby for a while (presumably, until a standard platform config- 
uration is agreed upon). So, until the golden age of standardized 
platforms and bug-free programs. Computer Caminft World will 
publish a regular list of the latest updates of which we are aware. 

These patches can usually be downloaded from either 
CompuServe or GEnie, but can also be obtained from individual 
software publisher’s own BBSs and direct from the publisher 
(with proof of purchase). We continue to urge publishers to keep 
us updated on the latest versions/patches to their games. 

Air Force Commander Slowdown Patch: Makes the game 
playable on high-powered machines. 1 1/24/92 
Amazon Raft Bug Fix: Fixes the problem getting the raft out of 
the box in the airplane. 12/12/92 

B-17 Flying Fortress Version 2 Update: Adds many new fea- 
tures and tweaks some of the existing ones. 1 1/17/92 
Civilization Update (Amiga): Latest version for the Amiga. 
09/12/92 

Crisis in the Kremlin Version 1.01: Fixes problems reported by 
users since its original release. 09/26/92 

Crusaders of the Dark Savant Patch #2: Fixes the “Don 
Barlone” bug. 11/16/92 

Oarklands Version 06: New features added, fixes various 
machine compatibility problems, corrects problems in earlier 
versions, and includes new/revised artwork for certain areas of 
the game. 09/24/92 

Dark.seed Version 1.5 Update: Latest version of CyberDreams’ 
adventure. 11/24/92 

F-I5 Strike Eagle III Install Update: For those having trouble 
with the install program. 12/23/92 

Falcon: Operation Fighting Tiger V3. 01.1 Update: Contains new 
installer, a fix for blank screen lockup, escort mission failure.s, 
Reg Flag buildings, PC Speaker sounds, ROE conflicts, B-52 
cra.shes, ships in allied comm mode in Kurile Theatre, and oth- 
ers. 10/13/92 

Full Count Baseball V5.1 Upgrade: Expands play-by-play and 
offers a new screen layout. For owners of V5.0 only. 1 2/06/92 
Greens Version 02 Update: Addresses the problems reported 
with scoring, Sound Blasters, etc. 1 1/22/92 
Gunship 2000 Islands and Ice Version .08: Lastest version of 
the l&l scenario disk. 10/10/92 

Harpoon Version 1.32 Upgrade: Latest IBM version of the 
game. 1 1/14/92 

Lsland of Dr. Brain Update: Fixes “Ooops 10” error, music 
room puzzle, and several other problems. 12/23/92 
.lack Nicklaus Signature Edition Rev 1.5: Fixes the Mini-Moss 
effect caused by several objects being placed after a hill crest. 
12/16/92 

Lightspeed Version 02 Update: Fixes the trade problem that 
some players have experienced. 1 1/17/92 
Links 386 Pro Update Version 1.08: Allows game to run under 
OS/2 and other DPMI operating systems and software. 1 1/14/92 
Power Politics Update: Fixes all known bugs. 12/1 1/92 


Quest For Glory III “B” Patch: Corrects all known game play 
errors. 12/03/92 

Railroad Tycoon Version 1.01 Update (Mac): The latest ver- 
sion for the Mac. 09/25/92 

Rex Nebular Update 8.49 (IBM/VGA): Corrects the chicken- 
bomb and poly-cement problems. 1 1/13/92 
SimLife Upgrade V1.02c: Fixes minor problems. 12/16/92 
Spelljammer Update VI. 1: Latest version of the game. 
11/21/92 

Star Control 2 VI. 1: Fixes .several small problems. 12/1 1/92 
Stunt Island Update: Fixes a minor bug in the Install program 
that was causing some system lockups after the hardware autode- 
tect sequence. 11/27/92 

Stunt Island Beta-Test Patch: Beta version of the patch to fix 
the palette shift problem some users were experiencing. (Note: 
Some companies release beta versions of their patches so that 
interested users can help test them before official release.) 
12/09/92 

Tom Landry Football V. 1.02 Update: Corrects problems with 
modem play, excessive penalities, Sound Blaster problems, and 
improved animation choreography. 12/03/92 
Ultima Underworld Upgrade Bug Fix: Fixes disappearing item 
problems. 07/04/92 

Ultima VII Keys Fix Patch: The fix for disappearing keys in 
Ultima VII. 06/01/92 

Wayne Gretzky Hockey 3 Version l.IO: Fixes many bugs, 
including the Canadien.VOC file, the computer scoring problem. 
CH FlighlStick problem, penalities, referees, coaeh’s clipboard 
and others. 1 1/24/92 

The PRODIGY Weekly Top Ten 

The Game Center section of the PRODIGY network offers 
its users the chance to rate their favorite games on a weekly 
basis. CGW provides this data as yet another indicator of 
what’s hot in gaming as determined by the player's votes. 
Please note tiiat a PRODIGY rating is not a cumulative rat- 
ing, as in the CGW Top 100 Poll, and is based upon a 
straight I- 10 scale. 
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^ Q uns don’t settle anything," said 

I f Raymond Chandler’s shamus 

VJ supreme (Philip Marlowe) in 
his last novel Playback, "they’re just a fast 
curtain to a bad second act." Of course, 
Marlowe was not taking a stance against 
the use of guns per se. Chandler’s famous 
private eye was very capable of handling 
them. Me simply recognized that lots of 
folks in his fictitious Los Angeles (as well 
as the real Los Angeles) tended to use their 
weapons first and think second. If the quo- 
tation were taken completely out of con- 
text, however, one might think that 
Chandler was totally against the use of 
guns. 

In the same sense, a lot of people mis- 
understood the editorial position on vio- 
lence in computer games which was 
presented in a two-part editorial. Again, 
the intent was not to condemn the use of 
violence in computer games, but merely to 
suggest that designers provide for the use 
of other solutions as well. After all, Mar- 
lowe talked himself out of a lot of difficult 
situations and came up with many creative 
ways to avoid the standard shoot-out 
schtick used by most private detectives 
and law enforcement officials in the nov- 
els oflhe day. 

So, it may surprise a lot of folks when 
they read this editorial. The recent film. 
Toys, simply cries out for a response. At 
first, there was some thought to writing a 
movie review of the film. Although it 
might seem an unusual thought, there is a 
precedent. CGW reviewed the film. War- 
games, in the July-August 1983 issue. In 
the end, the editorial page seemed a better 
spot for discussion, since even the earlier 
article did not "review" its subject as much 
as editorialize upon it. 

The 1 983 film used its plot to juxtapose 
two questions: "Is this a game or is it real?" 
and "What’s the difference?" In Toys, we 
are led by the hand through fantastically 
breathtaking surrealist sets (with many 
tributes to Belgian artist, Rene Magritte — 
especially the MTV sequence) toward the 
definitive proposition that war toys and 
video games are evil. In 1983, the com- 
puter gaming/hacker protagonist is a hero 


who stops a potential nuclear holocaust 
from occurring (after selling off the cir- 
cumstances which made such horror pos- 
sible). In video games and other war 
toys are perceived as desensitizing agents 
(indeed, training devices) that make the 
war machine possible. In a veiy real sense, 
the computer gamer has come complete 
circle from amoral hacker/hero to insensi- 
tive villain/foii. 

The thesis of Toys would be absolutely 
ludicrous, did it not reflect a growing dis- 
position against toy guns, military models, 
military miniatures and both traditional 
board and computer wargames. Indeed, 
the Stale of New York’s Department of 
Mealth unilaterally ordered the makers of 
lead miniatures to "immediately cease the 
sale and/or distribution of said products in 
New York State ..." The Order for Sum- 
mary Action cited the following as its ra- 
tionale: 

WHEREAS, lead is an environmental poison for 
children and lead exposure is one of the most 
preventable childhood health problems in New 
York State today; and 

WHEREAS, environmental exposure to oven 
low lev'els of lead increases a child's risk of 
developing permanent learning disabilities, re- 
duced concentration and attentiveness and be- 
havior problems; and 

WHEREAS, higher levels of lead can cause men- 
tal retardation, kidney disease, liver damage 
and even death; and 

WHEREAS, experimental results have shown 
that lead can be easily removed from figurine 
surfaces; and 

WHEREAS, during play, young children may 
ingest lead transferred from a figurine to the 
hands or by direct oral contact with a figurine; 
and lhat such exposure may result in elevated 
blood lead levels; and 

WHEREAS, the Commissioner of Health of the 
State of New York, after investigation, is of the 
opinion that the sale and/or distribution in New 
York State of figurines containing lead is an 
activity which constitutes an immediate danger 
to the health, safely, and welfare of the people 
of the State of New York and that it also consti- 
tutes a nuisance affecting the security of life and 
health of the people; ... 

Perhaps, it is simply this miniatures 
gamer’s imagination, but is it paranoid to 
think that the use of the term "immediate 


danger" and "nuisance" in this order is 
slightly prejudicial? Indeed, it seems espe- 
cially prejudicial in a state which has not 
made landlords replace existing lead pipes 
(that carry water that is dejhiitely ingested 
rather than the "may ingest" allegation in 
the order) or considered outlawing lead 
fishing sinkers as well as miniatures. 1 low 
are lead miniatures more of a health nui- 
sance than fishing sinkers? What about the 
lead in stained glass (another hobbyist 
pastime)? 

As for the health risk, Loren Wiseman 
of game publisher GDW notes that work- 
ers in miniatures are regularly tested for 
lead accumulation and show no more lead 
in their systems than the rest of the popu- 
lation. Surely, such a health risk should be 
obvious among the workers in the sub- 
stance. This editor simply cannot help but 
believe that part of the hidden agenda in 
this executive order was because someone 
in the health department is concerned 
about the fact that most miniatures arc war 
toys. 

As one wag noted, our computing 
equipment is made from toxic materials. 
The solder on the boards is 40% tin and 
60% lead; the chips contain arsenic and 
the PVC wiring gives off toxic chlorine 
gas when burned. One wonders what ex- 
cuses might be used to outlaw computer 
games as health hazards in the future. 

Perhaps, the basic problem is that peo- 
ple do not understand the function of 
"play" anymore. Play is an attempt to try 
out options with no authentic risk. There 
is simply enough risk to encourage one to 
think about actions both before and after 
perpetrating said actions. As that 1983 
reviewer suggested in his review of War- 
games, the value of play rests within its 
purpose. "If the purpose is simply to win 
at any cost, the simulation is of doubtful 
value. If the purpose is to learn from both 
correct and incoirect hypotheses, then the 
simulation is of immense value." 

War, like guns (to paraphrase Chan- 
dler), may provide a fast curtain to a bad 
second act, but play is the activity where 
that is best learned. How are we going to 
learn without the opportunity? cgw 
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Subversion™ 1.0 



Game Created by: Captain Byte's Bit Shop 


Vj^ilfeas been declared! As Commander of fee 
?^^K§ubmarine "Nautilus", your mission is to 
e^^^S^ and all enemy vessels within the region 
araH|^fete them. Warning! They are armed with 
hlgi^& equipment and they are out to sink yoi ! 
Clfi^nrwn and sink destroyers with either a speedy 
torpS^ft a nuclear-tipped missile. Blow enemy 
subm|rinbs out of the water as they close in on you. 
DodgS ttiSigumbersome but sensitive mines -- snag a 
cable and it's off to'3 watery grave. Send out your 
frogmen for some demolition work. 

W atch your resources ! With only two supply ships, 
you'll have to be careful. Use them unwisely and you 
may find yourself sinking helplessly towards an 
Jmplosive end. 

SutjJJersion™ is a challenging balance of strate^ 
and tactics-; With 1 0 levels and over 300,000 coii^i- 
nations of game play. Subversion is sure to provide 
you with hours of destroyer-bashing fun. 

Available for Macintosh and compatible machines. 
Coming soon for IBM PCs and other computer 
systems. 

See your local retailer or call: 

Point Of View Computing, Inc. 

5050 Edison, Suite 221 
Colorado Springs, CO 80915 
719 591 5320 


Box Artwork by: Josh Stigers 
Computer Artwork by: Steve Laveirge 


Copyright © 1992 Caplain Byte's Bit Shop. All rights reserved worldwide. 
Subversion is a trademark of Point Of View Computing, Inc. 
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Underworld II takes you beyond the traditional dungeon environment. Deep in the earth, 
the Guardian's magic has cracked the walls of reality, opening the way to eight new worlds 
beyond Britannia: a city buried in ice, a floating castle, an ancient tomb and more... 

From the halls of Lord British's castle, it's time to carry the battle forward and into the 
LABYRINTH OF WORLDS... 


Available at a software retailer neor you 
or call 1-800-245-4525 for 
MCAisa/Discover orders. 
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A LookingGlass Technologies" Design 


UNDERWORLD The Stygian Abyss" was hailed as the first in a new generation of fantasy 
adventures. UNDERWORLD II Labyrinth of Worlds delivers a new, sharply realistic look. 

With smoother animation, more detailed creatures and o spacious view window, it's the 
most realistic gaming environment on a PC. 

The world of Underworld //is more varied and engaging than ever before. We've 
added new terrain features (like shifting floors, water currents and thin ice), new spells (like 
Shockwave and Portal), new and nastier traps and puzzles, and new creatures (we'll let you 
discover these for yourself...) 


he Thrilling Sequel to 
Computer Gaining World’s 
Role -Playing Game of 
theYearllt’snotiusta 
dungeon game anymore! 


Origin, Ultima and We create worlds are registered trademarks of ORIGIN Systems, Inc. Underworld , The Slygion Abyss and Labyrinth of Worlds are trademarks of 
ORIGIN Systems, tnc. A LookingGlass Technologies is n trademark of A LookingGlass Technologies Design. Electronic Arts is o registered trademark of Electronic Arts. 
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